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THE SOURCE FOR NES PLAYERS STRAIGHT FROM THE PROS 


Samar WUest Here's the best way we know to 

get your friends to stop borrowing your 

copy of Nintendo Power™ Have them 

get their own subscription to the direct 

connection to the pros at Nintendo 
Headquarters. It’s the best place to go 
for superior playing skills and the 
information you need for smarter Game 
Pak selection. Don't forget to tell your 
friend about the new bonus tip books. 


° When your friend fills out the attached card or coupon and 
You both win! mails it to Nintendo, he earns his bronze Team Power Pin (plus 


he saves $6 off the regular cover price). And at the same time, we send you a big, free Team 
Power full-color poster for your wall. It's full of incredible tips you can’t get anywhere else! 


The buddy system. Tear off the attached card or cut out the 


coupon below. First fill out your name, 
FERRER Ane fo address and Member Number. Then give it 

to your friend, have him fill out his portion, 
putitin a stamped envelope, for his own 
protection, and mail it to Nintendo Power 
Magazine, Attn: Subscription Department, 
PO. Box 97043, Redmond, WA 98073-9743. 


For You (otauencotecssuverben Please print and use ink 
ee eee Are you a Nintendo Fun Club Member? []¥es []No 


WM" 


Send my Team Power poster to If yes, what Is your Membership Number? (important) 
(C2 pe 

Name 

Adidress: = Name 7 

ty ~ State wp _ padres 

Member Number z r 

{Important) 0, 4 LL) Be pe i 


I'm paying for my subscription by (check one) 
Check or Money Order (Payable to Nintendo) 
L] MasterCard (]VISA 


{its the MBR # next to your name on the address labe! on the back of the magazine.) 


For Your Friend (the new subscriber): 


Fill out for free Team Power - sae 
Pin and $6 savings! pera ae 

C1 Yes, iwant the strength of Nintendo Power behind my ee oan 

game I understand that ifl subscribe now, | pay just $15 for 6 Me sete Ccakcaitiamaeninaieren tert jeuemnane 

Issues (a $6 savings off the cover price) and receive my free HBS Remind waa Maasring, Att su nsc Retr Debsaed os 

Team Power Pin (Washington State residents add 8 1% sales Sr, ~ Gt, call toll-free and subscribe immediately 

tax: total $16 29. Canadian residents pay $21 00 Canadian by credit card! 

funds ) (Ihe Nintendo representatwe will need to talk tothe person whose name 1s On the card) 

1-800-248-0474 


Call this number to respond to the special “buddy offer’ only. 
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HERE'S MY MAG? 


wi 
M Alt B Je reading Nintendo Power, 
Fe instead of arriving at my 


AN ARCADE AT HOME 


and thought of this great idea 

last summer. Everyone thought 
it was dumb and that it wouldn't 
work, Well, | had the last laugh 
because | did it! It took about two 
months and $200 to build. It 
stands approximately six feet high, 
just like a real arcade game, except 
mine has a magnetic strip at the 
top to hold maps and places for 
my TV, two Advantage Joysticks, 
two Max Joypads, two NES con- 
trollers, tip books, 3-D glasses and 
all my magazines. It even has 
holders on the side for pop cans If 
you're thirsty! 


| es playing arcade games, 


Will Turnbow 
Cody, WY 


Terrific] We thought your idea was 
very Innovative, Will, and it sure 
looks like a lot of funl 
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house at the beginning of the 
month, they get here towards the 
end of the month. Why ts this? 


Jordan Kalil 
Mercer Island, WA 


You're not alone, Jordan. Nintendo 
Power fans shouldn't expect to 
receive issues of Nintendo Power 
until the third or fourth week of the 
first month listed on the cover. For 
example, Nintendo received the 
March/April issue from the printer 
during the first week of March. 
Then, it took about a week to ad- 
dress them and an additional two 
or three weeks for the post office 
to deliver them. Therefore, most 
people received the March/April 
issue around the last week of 
March. 

By the way, the information in Nin- 
tendo Power is timed to be read 
according to the above schedule. 
When the magazines do reach 
subscribers, all the news is cur- 
rent. 


right Her 


ND YOUR 


Don't forget to take Nintendo 
Power with you on Vacation 
this Summer. Send us your 
hii you met seethem 


WHY, WHERE, 
HOW, WHEN, WHO? 


things about NES characters. 

How old are Mario and Luigi? 
Do they have a last name? Are they 
twins? When's Link's birthday? 
How old is he? Did he marry Prin- 
cess Zelda? 


| been wondering some 


Jackie Verbon 
Albuquerque, NM 


We wish we could answer all of 
your questions, Jackie, but the fact 
of the matter is that some ques- 
tions simply don’t have answers. 
We feel that NES fans have 
enough imagination to conjure up 
some of their own fun and inter- 
esting facts about NES characters! 


— oe Ss 

ere’s the winner of the 
IH Giant Holiday Giveaway, 

Mike Lee, and pal Miles 
Ward showing off their Nintendo 
Power jerseys on the trip to Dis- 
neyland Mike won. Looks terrific, 
guys! 


Aa 


oe 


—_ = 


1 PL Aver’ 


STS— Te 


S Forum! 


VIDEO SPOTLIGHT ES oe 


and my friends agree with me. 

My best game ts The Legend of 
Zelda. | rapeatedly defeated Gan- 
non with the Magic Sword, so | 
decided to make tt more challeng- 
ing by using the White Sword in- 
stead. | have continued to make the 
game more challenging by using 
weaker swords and fewer powers. 


| consider myself a Power Player, 


Today | can defeat Gannon using 
the Wooden Sword and the Blue 
Ring without dying in both Quests. 
It is no easy task, especially in the 
Second Quest, but it can be done. 


| encourage other Zelda fans to try 
this feat. Today | start a new task 
of defeating Gannon with the 
Wooden Sword and no rings! 


James T. Winch 
Mazomanie, WI 


Power P’ 


City: Atianta, GA 
Aga: 36 


Favorite Game: The Legend of 
Zelda has been my favorite since | 
got it, but Super Mario Bros. 2 is 
running a close second. 

Outstanding Video Accomplish- 
ment: When | heard that Super 
Mario Bros. 2 had been released, | 
went to a local store. Luckily, | got 
the last copy out of an antire case 
they had received earlier in the 
day. | rushed home with my new 
Game Pak anxiously awaiting the 
adventures that lay ahead of me in 
Sub-Con. This was on Saturday 


er Profile: Chuck 


y name is Richard Rick lil. 
Mi Ali Bukhari and | feel that 

we are true Power Play- 
ers. As an example of our achieve- 
ments, the first time we played 
Contra we cleaned house in half 
an hour with three men each. 
However, we found ourselves 
gaining weight from sitting around 
playing Nintendo. Our situation is 
getting considerably better with 
the Power Pad. We have improved 
our score in the hurdlas in World 
Class Track Meet from 45.12 to 
34.09 seconds. We have found 
the Power Pad to be excellent exer- 
cise and great fun. 


Richard Rick and Aii Bukhari 
Marion, OH 


afternoon. By Tuesday night, | had 
worked my way to World 7-2 and 
had located Wart. On Wednesday 
morning | fed him his vegetables, 
and defeated him! 

Other Video Accomplishments: | 


e Whiz’ Burks 


have conquared many games. | 
don’t give up, | don’t get mad, | just 
adjust my leval of thinking to tha 
character | am controlling, get tha 
jutces flowing, and let ’em have itl 
Here is my advice for people who 
don't think they are Power Players: 


Don't get depressed over a failure; 
even Power Players aren't perfect. 


If you ever defeat a hard to beat 
enemy, just remember, it’s not luck 
but skill that enabled you to do it, 
no matter what anyona says. 


If someone says, “I let you win", 
most of the time you actually beat 
them fair and square. 


David Whittaker 
Berklay, MA 


have gone through The Legend of 
Zelda, Metroid, and Kid Icarus 
several times without losing a 
single life. In Nintendo Golf, | shot 
-12 just two days after getting the 
game. 
Special Strategies: In Arkanoid, 
know how to use power capsules 
and even if you're not a whiz at 
geometry, know your angles. 
If you travel, as | do, take your NES 
and game paks with you. They 
make a welcome companion 
when you're away from home. 

* # * 
Oops! Last issue’s Power player was 
Brian Eatuns (not Brian Michaels). 
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ANI MEGA MANT MEGA MANI MEGA MANH MEGA MANIT MEGAMANT MEGAMAN II MEF 
EGA MANH MEGA MANI MEGAMANT MEGAMANII MEGA MANI MEGAMAN ™ 4 
4 


I! MEGA MANH MEGAMAN MEGAMAN! MEGAMANIT MEGAMANIT MEGAMANT MEGA 
AAMANIL MEGAMANI MEGAMAN. MEGAMAN II MEGA MANI MEGA MANT MEGA MAN I 


Dr. Light, Mega Mon’s creatar ond mentor, has 
prepared three obstacle canquering devices ta 
oid the blue bomber in his attempt to thwart the 
evil designs af Dr. Wily. Dr. Light will have these 
devices ready far Mego Manta use afterhecam- | 
pletestheAirman, Heatmanand Flashmanstages. | 


AIRMAN UR MAN AIR MAN AIR MAN AIRMAN AIK MAN AIK 
MAN AIRMAN AIRMAN AIRMAN AIRMAN AIRMAN AIRM MAN 


To begin his crusade for liberty, Mega Man has chasen to battle his 
way to the dwelling of Airman, cammander of the skies abave Skull 
Castle. His reward—the Air Shooter. 


as" 
GREMUOIBADVANTAGE t 
diam, Wega Man can get én energy boost efter defeat- 

==" ing Alp Gremlins. He waits until the Air Gremling | 


have flown wer the Air Tikis bef@re defeating themdee / ; 
es that the energy they leave behind wilLiafid on | Py “ 
Se / the Air Tikis esther than plummet- | mr 


ing/to the earth Helowl 
~~ 


/ ~* al 
ee) | 


ee 


ey 


CHARIG@IERSEL ENGE 

(a AJBsser hero might take e wrong step when the — 
a@gntening Lord and his Chariot approach fror@fie 
(dMfind sink into the clouds. But, not our Mega Man! Witta 
eguick Burst of his cannon he defeats the Lightening Lard 
Before the Chariot enters the clouds, turns to the right, and 

Jumps as the Chariot emerges! 


ENS 6 0g sy rigid 


Ts 


TS 


CONVEYOR BELT 
CHAOS! 
Mega Man must learn to 
defend himself while riding 
/ on these platforms. Then, 


Sol i@) 510) Liol™ iak™ Tale 


/ when he reaches the top, he STEP UP , ’ riking J 

/ must jump to the ladder. His The Jet Sled can 4 —— > Il acquire the Crash Bc 
high=techidenyHere Sueuifind] i > ’ ee give him a chance to often serve as a stepping ' 

thelincredible\crash[Bomber!] A / rest. Our hero will be tested by a stone in Mega Man's 


second set of platforms tater in the crusade for Justice. Use 
game, where a missed jump will spell it here to retrieve an 
instant destruction! Energy Canister and 
ay a 1-up at the top 


& 


iT 


= Ses PROP-TOP PANDEMONIUM! 
D Fis INTING e S07 7 3 Beware! These Prop-Tops are trying to turn Mega 
ay o Tha Hard Hat Hoo- , Man into a hero sandwichl He must be quick on his feet, 
=r ligan will wait to fs \ . . because these rotor-heads will launch themselves at his loca- 
attack until tha Blua \ / tion. A few shots of the trusty cannon will put them in their place. 
Bomber has jumped to 
the middle platform, and 
his helmet will daflect 
any assault Mega Man 
can muster but, Mega 
Man doesn’t despair! He 
springs to the platform, 
fires a quick volley of ‘ 
Mega Man bullets and Ya 
nimbly leaps back to safe 
ground at the right. 
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The mechonicol loir of Metal Mon is next on Mego Mon's list. Con- 
| veyer belts ond Gear Clawns do everything they con to keep our 

hero from facing his vitimote enemy and golning the use of the Metal 
Blode. 3 ot 


CONVEYOR CHAOS 
ss. Metal Man's domin- 
gOo jon is pecked with 
conveyor belts. If our hero is 
going in the seme direction as 
the belt, he hes to be careful not 
to rida the belt into the jews of 
some mechanical! trap. When the 
belts move the opposite direction . 
of Mega Man's pursuit, he jumps = 
to cover more ground in a shorter 
emount of time! 


A Ingo 
GET.IN GEAR 
Fo ia {f Mega Man is ready for them, 
Oo the Geer Clowns pose no threat. 
But he must be on his guard when con- 
fronting these giddy goons. First he must 


‘ fire Kis cannon at the Geers, then defeat 
the Clowns as they fall. 


METAL MUNCHER 
MADNESS! 

Look Out! The manic Metal Munch- 
ers can pack enough wallop to send Mega 
Man spinning. The blue bomber must mas- | 
ter the timing of these destructive elements 
and the conveyors at the same time, to 
evoid being permenently pressed. 


%Od §Od G 


i 


INSTANT ENERGY! 
Using caution and his trusty Mega Man 
weapon, our hero will be able to fill up his energy 
very quickly in this area. Shoot at these easy enemies to 
produce tons of Energy Capsules. 


ler 


» af 


3 OG 
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Great 8alls of Fire! Mego Man's next apponent is thot ald hathead 
Heat Man. Will the champion af all that's right cool him dawn and 
receive the power af the awesome Atomic Fire? 


=e NOW YOU SEE THEM, NOW YOU DON'T 
608 Our hero's sense of timing is very important at this Staga as the 

blocks are not always there. He studies the pattern in which the 
bincks appear, than waits for tha best Opportunity to.make his mével 


JET SLED JUBILEE! 


{ } 

LOFTY SOLUTION 

609 ‘The Spinning Spools c&p kndok Mega 
Man into a bottomiess pit if he's #e* 

careful but, Mega Man knows their Weak spot. 

Arm sd with his Air Shooter, he makes-short 

work of these airborne antagonists. 


CAVALCADE OF 
CRASH BOMBS! 


JULY / AUGUST 


Ta. CO 
1989 


“'BBLE MAN BUBBLE MAN BUBBLE MAN 


These landings 


AIA EC RA AS Ba 
RCD 
ae © MERA 
SW taka 
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ih 


Ap 
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NEEL at 
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FINISH OFF THE FROGS 

The Croakers are big tar- 
gets and a few shots of the 
cannon will put an end to them. 
The small frogs also pose a threat 
and they should be defeated 
before Mege Man attempts to 
jump to the next platform. 
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surprise. He must leap from platform to platform end be 
careful not to pause at all, or he'll plummet to a watery doom! 


aa 


te 


ng 
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The maat surrounding Skull Castle runs deep. It is alsa the home of 
Mega Man’s aquatic odversory, Bubble Man! What dwellers af the 
deep seek to stop our hero from abtaining the Bubble Lead? Left's 
take a look! 


could take Mega Man by 


hs 
phi 


These gigantic Lantern Fish 
might seem indestructible 
at first, as bullets reflect off 
of their armor-like scales, 
but they do have one weak 
spot. Mega Man must aim 
for their light with the Metal 
Blade and beware of the 
Super Shrimp! 


BUBBLE MAN BUBBLE M: 


| 


BBLE MAN BUBBLE MAN BUBBLE MAN BUBBLE MAN BUBBLE MAN BUBBLE MAN BU 
LOBBLE MAN TRUBBLE MAN BUBBLE MAN BUBBLE MAN BUBBLE MAN BUBBLE MAN BUBBLE M. 


The Bubble Lead 
is a rolling ball 
of destruction that 

possesses incredible 
crushing power. It is 
rumored that he will need this 
weapon ina crucial area later. He'll 
acquire the Bubble Lead by lightly 
jumping, keeping his distance and 
firing Metal Blades at his aquatic 


Croakers pose a threat, but the lethal mines that line the ceilings 
are worsel Mega Man must measure the height of each jump 
carefully, one touch can put an end to his undersea adventurel 
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MAN WOOD M. VOD Wi 
WOOD MAN WOODMAN W 


‘OOD MAN WOOR MAN Wood 


. Will even the powerful Mego Mon be oble ra withstand the on- 
q es slought of the Silicon Jungle's fantastic inhobitants? He'll hove to 
chonce it in order ta face Wood Mon ond obtain the Leaf Shield} 


HIGH-TEMP HOUNDS! 

These Hot Dogs can dish out the flames, but they sure can’t take 
them. Leap to avoid the are of their flaming breath, then use the 
Atomic Fire at full biast to turn up the heat! 


‘ATEGY: 
604 Rdcket Rabbits firs the indestructable Carrot Bombs. As soon as 
Mega Man encounters these characters, he must fire to defeat 
‘triem before they hava chance to leunch their weapon. The Babble Lead is 
an effective weapon against the Rocket Rabbits whan thay are downhill 
from our hero 


ag 


OB > MAN 


WOOD MAN WC( c 
WOOD MAN WOOD MAN WOOD MAN WOODMAN WOOD MAN 


Fo 


Wood Man's Leaf Shield will pro- 
tect Mega Man while he is stand- 
ing in one place. While fighting 
for this weapon, our hero must 
anticipate Wood Man’s release 
of the Wood Shield and jump at 
the right moment. Mega Man 
can also use the Crash Bombs to 


POUNCING PRIMATES! 
The fearsome Mecha-Monkeys 
seek to drive Mega Man bananas. 
‘Wait for them to spring onto the 
platform, then blast them! 


ver penetrate the shield. 


om 


(CHARGING CHICKENS! 


fats 


i The rampaging Atom- 

" ic Chickens are tough birds. Our 

| hero might find a safe spot by stopping at 
d) the curb: where these foul fowl will jump 


right over him. 


EGA MANH MEGAMAN MEGAMANH MEGAMANH MEGAMANH MEGAMANH MEGA MAN I 
Nil MEGAMANH MEGAMANH MEGAMANH MEGAMANH MEGAMAN MEGA MANITI MEGA 


sen ooo 2 sl 
aie wa es 22° Faw 
9 soa a a 


MANT MEGAMANT MEGAMANT MEGAMANT MEGAMANT MEGAMAN MEGA MAN 
MEGA MAN MEGAMANT MEGAMANT MEGAMANI) MEGAMANT MEGA MANI MEGA 


sal 


tometown of Eolis has almost become M 
Elven Fountain has dried up, and 
orid have ruined pour town and robbed 
bark on a dangerous mission through 
ware an inexperienced, youthful adven- 
spirit, strength, and 


The World Tree has always protected your village, providing it with 

water, But now the Evil One from the underworld threatens the 

town’s very existence. In Faxanadu, Nintendo’s newest role playi 

hero who journeys through the World Tree. Once you start playing 
: stop until you have solved the game’s many mysteries! 


Purchase weapons and magic Don't worry about 


first, then buy as much of the running out of 


Pore: 1\ \. Red Healing Potionas you can. : money—you'll_ win 
. . . Coins for defeating 


already. I'm al | > —e — lied 
most ready to = i= = \ 7\|\ enemies! 


I'll teach you the ways off) 
the warrior! ] 


7 Have an audi. ’ ; 
y ence with me - It's wise to learn 
firstl magicl 


We 


Reaching Apolune will be possible only if wo Reo 2 meh \ 
you bought the Dagger in Eolis, Apolune (tar 
has shops, as well os o hospitol ond inns 

can talk to townsfolk. The Mattock is required to enter 


ile monsters which you must conquer to continue. 


Before climbing a ladder, 
defeat all the enemies in 
an area. 


Enemies are surely hiding 
in these dark caves... 


You'll need b 


NN Coins or Bread 
\ \\ are your re- 
ya, ward, depend- 
rs j 
i are defeated. 


4 


Although this is only the begin- 
ning of your quest, the evil 


Dwarfs and their monstrous fol- j “4 or iat 
—— lowers are making the going A | This is the third }) ej 
: increasingly difficult. Clues from Spring. Once revived, 
=i4% the villagers are becoming more } NN \ the Elven Fountain 
important as the mysteries of the ‘ See % } will flow again! Thank you for coming. I'll revive the 
World Tree deepen. Near Forepaw, a= | Spring right away, and give you the Ring 


you must revive the Elven Fountain, a rik oo mr q Ae now ee move the rock 
difficult task for even the hardened ; eroP. ‘ 


iam adventurer! Look everywhere for 
prairie; itseems ft 
endless... 

, Use the Wing Boots 
wisely, as they only last 
for 30 seconds. 


The Elven Fountain is flowing and 
the people are happyl I've solved 
x This 1s another — Wars! the first mystery! 
... but need = = j area that you 3 ) 

to mane it Ag 2 can go through 
| to advance in ea ie 

Lf 4 E gain Coins 

your quest. Yo a = aoe 
ey bonus items. 


Beat the evil Bat 


Monster! 
Ask the Guru 


Elixir to revive the Spring. 


Thank youl | needed the 
| can give you more infor- 
mation if you ask me! 


ale lain 
HH 


ney 8 1 UH 
Vaal | lilt 


cy Legacy of the 
ee Wizard 


Each Crown can be 

reached by only one 

particular character 

using the items that 
are exclusive to that character. By 
trial and error, and testing the dif- 
ferant character's abilities, you will 
be able to find out exactly where 
each character can go. To make 
your way to the Crystals, you must 
learn howto move and manipulate 
bricks. While other characters can 
destroy or throw blocks, Xemn has 
avery unique ability in that he can 
move blocks one space at a time 
with his Glove. By holding the A 
Button, and pushing against a 
block, ha will be able to move it in 
the direction that he is facing -Up, 
Down, Left, Right, or diagonaily. He 
can also move a block to the left or 
tight while standing on top of the 
block by facing in the direction that 


Face in the direction you would like to 
move, jump straight up and repeat 
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he would like to move and jumping 
straight up and down. This is a 
very useful technique when Xemn 
must traverse a long gap. He can 
ride a block by facing the direction 
that he would like it to move, 
standing close to the edge and 
jumping straight up and down. 
The block will move over in the 
direction that Xemn is facing and 
slide under his feet so that he will 
end up standing on the opposite 
edge. When Xemn is using this 
method to traverse across a room, 
you may find it useful to take the 
cursor off of the Glove so that he 
doesn’t accidentally move a block 
in the wrong direction. 


Watch for disappeanng bricks, 


One thing to keep in 
mind is that there are 
virtually no dead ends 
in this game. Some- 
times you will need a specific 
character to pass by an area and 
sometimes you will be able to get 
by using any character if you know 
what to look for. There are a lot of 
bricks that dissolve upon contact. 
If you get to afi area that looks like 
a dead end, it is very important to 


Spikes are no problem if you hold Up 
on the Control Pad. 


touch all of the walls and test the 
bricks to see if they might disap- 
pear. Also, long stretches of spiked 
floors may seem impassable as 
your character will lose a lot of 
energy by walking on the spikes. If 
you hold Up on the Control Pad 
while your character is on the 
spikes, however, he or she will not 
take any damage from them. 


SEL IL 
5 is 
Reset the formation of the blocks by 


leaving and returning 


If you destroy, throw or 
move the wrong blocks 
and would like to re- 
store the scene to its 
original position, you can leave the 
area by climbing up or down a lad- 
der and returning. The blocks will 
reset. 


Occasionally, | when 

your pitcher is having 

an off day, he'll throw a 

few pitches that ara off 
the markand could possibly hit the 
batter. Not all pitchers throw bean 
balls, but the ones that can should 
stay in control when pitching to 
one particular batter from each 
team. These hot-headed hitters 
are Oko (Philly), Lynn (Kansas), 
Frieda (Boston), Star (New York), 
Warner (Miamij, Fendy (D.C), 
Paste (Jersey), Debro (Hawaii), 


Ryu must perfect his 


skill of precision jump- 

ing to conquer the 

advanced stages of 
this challenge. In Stage 5-2 there 
is a section with a high plot of land 
on the left, a narrow passage on 
the right, and a pit between them. 
Our hero has to get from the 
higher ground to the lower pas- 
sage. By following a “Z” pattern he 
should be able to reach his desti- 
nation. After Ryu has jumped and 
grabbed the right wail, he must 
diagonally jump down and to the 
left, and grab the wall just before 
he reaches the bottom of the 
screen. This will take some prac- 
tice. Then, an easy jump to the 
right will allow Ryu to move on. 


My pitcher got into a bean ball 
battle. How did that happen? 


Agua (Utah), Bacon (Los Angeles), 
Marcus (Texas), and Caras 
(Omaha). A pitching mound brawl 
may erupt if these sluggars are hit 
in each of their first three at bats. 


te 


High and inside 


They may pick a fight on fewer hits 
tf beaned after the fourth inning. 


Play ball and keep it clean! 


There are Areas in level 5-2 and 6-2 


that | can’t seem to pass. Any pointers’ 


ah TBA 
4 — . 4 
Py DA 
eet 4a 4d 453: 
Follow this pattern to get to the next 
ledge in Stage 5-2. 


Inthe third leg of Stage 
6-2 there is a section 
that can be passed 
easily if Ryu doesn't 
hesitate. At the start of this leg, 
he'll be able to reach over a gap to 
defeat an enemy. Then, he must 
jump across the gap, defeat a bat 
while still running, leap to the third 
ledge and jump straight up to 


elude another enamy who will run 
under him and out of the way. If 
Ryu slows down along the way, he 
may be hit by oncoming enemies. 
After this quick maneuver, Ryu can 
rast for a moment and the cross 
tossing reaper on the next ledge 
will disappear off of the right side 
of the screen. 


pee HE: RES lies 
> 


Wait here for a moment and the reaper 
will disappear 
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cy Dr. Chaos 


The Ultra Space Sen- 
sor is an extremely 
valuable item which 
will let you know 
exactly when you've come across 
a Warp Zone. Once you have it, 
there will be a blinking indicator 
when there is a Warp Zone in the 
vicinity. You'll find this tem on the 
first floor. Enter the third door that 
you come to and turn left. You will 
come across another door. Enter 


here and turn to the right. When 
you see the window, dive through 
and you'll be entering the first 
Warp Zone. After you have 
warped, move on and eventually 
you will encounter a huge creature 
that guards the Ultra Space Sen- 
sor. Finish off the enemy, take the 
sensor and continue on your 
adventure. 


Enter here. Turn right 


Became Game Counselor: 
September, 1988; Hobbies Scuba 
Diving, Writing, Computer Games. 
Reading; Best Game Accom 


plishment: Finished The Adventure of 
Link with only one character; 
Favorite Game Mega Man I 


Became Game Counselor: October 
1, 1988; Hobbies: Computers, Cars, 
Weight Lifting and Nintendo Games; 
Best Game Accomplishment: 

“a Solomon's Key 16,449,850, Favorite 
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Go through here. You made it! 


Jeffery Hutt 


Became Game Counselor February 
6 1988 Hobbies Skung, Sports 
Video Gaming; Best Game Accom 
plishment First person at Nintendo 
to complete Ninja Galden; Favorite 
Game Nobunga’s Ambition 


‘ant? Darrac 


Became Game Counselor. April 
1988; Hobbies: Computers, Role 
Playing Games, Comic Books, and 
Sports, Best Game Achievement 
Completed Double Dragon with only 
one character; Favorite Game Mega 
Man IC 


How do | collect stronger weapons? 
Where are the Sweater and Pitchfork? 


The camp counselors 
at Crystal Lake have 
different strengths. 
Crissy and Mark are 
the best runners and jumpers. This 
gives them the ability to defeat 
enemies at the beginning of the 
game more easily than the other 
counselors. At the outset, choose 
one of these quicker characters to 
defeat enemies until you receive a 
Dagger. Then pass the Dagger off 
toa slower character and continue 
to use the stronger characters until 


Crissy and Mark will be able to earn 
advanced weapons quickly. 


I'm waiting 
for your 


all of the counselors receive Dag- 
gers. Each counselor should then 
be strong enough to go out on 
their own. The strongest weapon 
that the counselors can earn by 
defeating enemies on the outside 
is the Machete. 

The six largest cabins in the 
camp have fireplaces. If all of 
these fireplaces are lit by the coun- 
selors, you will receive the Flash- 
light. This item will make it easier 
to find Jason’s mother in the cave. 
When she has been defeated, you 
will receive a weapon that is one 
step up from the one that you are 
holding. Also, when the Fireplaces 
are lit, the Machete and the Axe 
can be found in the cabins that are 
in the woods, and the Torch will be 
in one of the cabins that are close 
to the lake. 

After Jason has been defeated 
once, he will return stronger than 
before. At this point, if you defeat 
Jason’s mother, you will receive 


ii NINTENDO POWER 

‘2m Attn. Counselors’ Comer 
RO. Box 97033 
Redmond, WA 98073-9733 


You'll have to meet with these menaces 
several times to restore peace to 
Crystal Lake 


the Sweater. This disguise will 
lessen the impact of Jason's 
blows and allow you to, defeat this 
manic camper for a second time. 
He will return even stronger and 
you will be able to do away with 
Jason's mother once more in 
order to receive the Pitchfork. This 
hefty weapon will give you the 
power to go after Jason for a fight 
to the finish. 


1-(206)885-7529 
Nintendo Game Counselors 
ate on call from 4:00 am to 
10:00 pm Pacific Time. 
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The summer is heating up 
with the hottest picks 


tEceno or ZELDA 


PLAyER’s Forum| 


for your NES. The princess isn't asleep in this one, 
and neither are the fans who know 


that this game is a classic. 


TECMO BOWL 


Everyone has heard about Rose Bowls, 
Orange Bowls, Sugar Bowls and Salad 
Bowls. But what's a Tecmo Bowl? Hot 


BLASTER MASTER 


All things considered, chasing a frog 
into a radioactive hole seems a pretty 
stupid thing to do. But it’s also fun. 


BIONIC COMMANDO 


The mission is almost impossible. The 
chances for success practically zero. 
Still, fans everywhere keep trying. 


CASTLEVANIA r— 
SIMON'S QUEST 
You can count on Simon. He's back in 


the top ten after spending one issue 
buried at number eleven. 


New games and old. Adventure. Fantasy. Sports. Everyone has a favorite on 
the Top 30 list, but not every game can be number one. Check out the best 
and the rest below, then make sure to send in your top picks for the next 
round. 


SUPER MARIO BROS. 2 


By leaps and bounds, Super Mario 
Bros. 2 recaptures the lead. Goes to 
show, youcan'tkeepa good game down. 


: Use this key to find out how : 
: your favorites are doing. 


| These titles are new : 


to the Top 30. Keep ; 
a close eye on them. : ZELDA I— 

THE ADVENTURE OF LINK MEGA MAN II 
Canes ene ey a : The Hero of Hyrule hasn't given up. Are you ready for the Wily bunch? 
the move, ese BATES Just check out the point spread be- Well, this mechanized monster and its 
pave peep Severe ae tween first and second place. Wily friends are ready for you! 
places on the poll. 


) NINJA GAIDEN 


A Ninja appears unexpectedly from 
the shadows, like the way Ryu has 
shown up suddenly in third place. 


DOUBLE DRAGON 


The Legend of Billy Lee continues to 
grow. Almost a year inthe top ten, 
there are no signs of a slowdown. 


Favorites that have : 
maintained their pop- : 
ularity among the ¢ 


: he’ Top 30. 
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, METROID 
i comma CONTRA 
(eins SKATE OR DIE 
= MEGA MAN 
et BLADES OF STEEL 


a, all 
(NINJA TURTLES 


COB Raweace RAMPAGE 
FT) WRESTLEMANIA 


MIKE TYSON'S 
Is PUNCH-OUT!! 


ea) OPERATION WOLF 


Ponte DOUBLE DRIBBLE 


FY YM® SUPER MARIO BROS. 
ees 
CASTLEVANIA 


am LEGACY OF 
Soa THE WIZARD 


(yes BAD DUDES 
Sea) OF LOLO 


PB RoBocoP 
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1 SUPER MARIO BROS 2 §,535 


1 ZELDA I-THE ADVENTURE OF LINK 3,692 


> 
| 


1 SUPER MARIO BROS 2 6,677 


2 ZELDAIETHE ADVENTURE OF LINK 4,922 2 BIONIC COMMANDO: 3,D51 2 ZELDAIETHE ADVENTURE OF LINK 4,286 

3 THE LEGEND OF ZELDA 2,350 3 THE LEGEND OF ZELDA 2,808 3 TECMO 8OWL 2,891 

4 DOUBLE DRAGON 1,842 4 MEGA MANT 2,410 4 NINJA GAIDEN 2,809 

5 NINJA GAIDEN 1,647 5 NINJA GAIDEN 2,366 5 TRACK & FIELD IC 2,130 

6 BLADES OF STEEL 1,418 6 ULTIMA 1,990 6 SIMON'S QUEST 1,492 

7 TEENAGEMUTANTNINJATURTLES 1,350 7 BLASTER MASTER 1,946 7 CONTRA 1,193 

B METROID 1,290 8 MEGA MAN L725 8 SKATE OR DIE 1,129 

9 BAD DUDES 1,158 9 TECMO BOWL 1,592 9 OPERATION WOLF 1,024 
10 BLASTER MASTER 1,131 10 SIMON'S QUEST 1,437 10 DOUBLE DRIBBLE 897 
11 SKATE OR DIE 1,096 11 LEGACY OF THE WIZARD 1,282 11 RAMPAGE 789 
12 CONTRA 1,067 12 SUPER MARIO BROTHERS 2 1,216 12 ULTIMA 776 
13 SUPER MARIO BROS. 978 13 THE ADVENTURES OF LOLO 1,105 13: WRESTLEMANIA 773 
14 ROBOCOP 947 14 METROID 1,D61 14 TECMO 8ASEBALL 612 
15 MIKE TYSON'S PUNCH-OUTII 905 15 CASTLEVANIA 685 15 BLADES OF STEEL 600 
16 RAMPAGE 795 16 MIKE TYSONS PUNCH-OUTH 641 16 DONKEY KONG CLASSICS 572 
17 WRESTLEMANIA 782 17 METAL GEAR 619 17 CHALLENGE PEBBLE 8EACH GOLF 545 
18 CASTLEVANIA 751 18 DOUBLE DRAGON 575 18 WHEEL OF FORTUNE 534 
19% DOUBLE DRIBSLE 562 19 SOLOMON'S KEY 531 19 FRIDAY THE 13TH 514 
20 BASES LOADED 522 20 SUPER MARIO BROTHERS 464 20 JACKAL 468 
21 OPERATION WOLF 495.21 TRACK & FIELD IC 464 = 21 BUBBLE BOS8LE 451 
22 PAPERSOY 493 22 KID NiKI 442 22 RC. PROAM 451 
23 MEGA MAN 47 23 IRONSWORD WIZARDS & WARRIORSIL 420 23 THE LEGEND OF ZELDA 448 
24 MEGA MANIC 448 24 GOLGO 13 376 24 HUDSON'S ADVENTURE ISLAND 443 
25 ADVENTURE OF 8AYOU SILLY 409 = 25 MILON'S SECRET CASTLE 376 25 DOUSLE DRAGON 440 
26 TECMO BOWL 402 26 ROBOWARRIOR 376 26 LEE TREVINO'S FIGHTING GOLF 428 
27 RC. PRO-AM 371 27 STRIDER 354 27 EXCITESIKE 4l7 
28 WIZARDS & WARRIORS 306 =. 28 ~BUBBLE 8O88LE 354 28 MYSTERY QUEST 408 
29 WHO FRAMED ROGER RAS&IT 292 29 COBRA TRIANGLE 332 29 MICKEY MOUSECAPADE 402 
WO 1943 265 30 TEENAGE MUTANT NINJA TURTLES 310 30 TOP GUN 401 


Whimsical, weird and wonderful 
games like SMB2 and Link have 
inspired the imaginations and 

votes pf players around the USA. 


NANI NINA NINA NA NANA NANA RANA NANA NA NANA ANP LRA ANANDA NSN 
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TAKE IT FROM THE PROS, 
HYRULE’S THE PLACE TO 
BES: 


... OF not to be if you're Ganon. 
With all that pro talent put to get 
him, he doesn’t stand muchchance. 


(A, Sore 


A VARIETY OF PAKS 
FOR THE TOP PICKS. 
What can you say about the deal- 
ers? They seem to enjoy vege- 
tables, sword play, and foptball. 
Hey, whp dbesn’t? 


nddreams. wien dragons nodm 
‘ 


i) TOTALS 
ME MO enease 


meena 
Neaniomay ventine’ 


ey. willitind! a qoale 


He 


So. ona 


a wee 


It’s beena lony fineintom 


bing but finally there is'a Role Playing Geme for the NES 
that draws yor into the 


f the action. . Ifthe distant land of Alefgard, a story’ 
unfolds, with yc you es'the hen ce af the great warrior, Erdrick, who’ once 
fought and conquered a gfeat evil. Now it is your turh;but as a newcomer to this 
world you are ill prepared for the regnumerrta task that ties ahead. Alefgard cowers 
in the shadow of a despotic Dragontord. The King’s daughter has been abducted: 

Monsters terrorize travelars and the good peopla who live i in the many villages and 
towns. Only you Gan prevent total desolation of the Kingdom. But you must grow 
strong and learn many secrets before oe + presoniord. To every corner 
of the tana pen myst: peo. but will youg Eg dky 


x 
So just what ig'an,Ri P, 2, tsa game in 2 Bid you Mieke on Your-quest teads 
arole, like ariactofina play, except inte. game you don't have through fields, . 


‘deserts, mountain 
passes and forests. 
Towns eppear small 
from outside thelr 
Protective walls, but 
thisis an iiiusio 


a script to follow. Everything that takes place is ‘is dependent 
upon the choices you make as you search for gold and infor- 
mation and battle through the wilderness between towns. 
Each time you give the command -to fight an enemy, unlock _ 
a door, or speak to a passing peesant, you are changing the ¢ 
course of the ection. Success in this world 3 

is achieved by building tha strength of your: 
character end. gathering information be- 
cause you begin the sili with oeting Oe 
a name. 2 


Actually, thé towhs © 
are jarge, When the >: 
screen changes; yeu, 
an visit shops for- 
tools and weapons 
Be sure to talk to 

® the people you 
‘> meet. 


Stand still for a moment enywhere 

in the outer world, or in a town, and 

a window will eppear in the upper left 

Corner of the screen The HP, MP. G and E 
stand for Hit Points, Megic Points, Gold and. 
Experience, respectively 


If you find one- 
of the dark 
caves of > 
Alefgerd, stand _ 


but go In enly if 
en 


4 Leatn magic ind raise your Level with 
, Bee STence Points. = 

Spelt are learned one at a time as you 
“reach designated levels of Experience. There 
are ten Spells altogether, and the final one 

t, learned wer ye reach | coved 19 

‘ou don’t have to bea video ace to succeed inthis game 
as in so many ection or shooting games. You can plan 
each move with care. Take all the time you need. Once you 
heve developed a strategy, you select a command end 
enter it. The result of your action is then seen. Quick 
reflexes won't help you as much as a. good memory, so 
this is truly a geme that anybody can pley, young or old, 
qe or rower led. + > 4 


» If you defeat the fiend, 
‘you will earn 
Experience Points and 
Gold for the effort. 


A monster auddedly 
ettacksl It's now up to, 
you to choose one of 
your four commands 


in your pockets, vieltya. 4 
town for new weapons 
and a rest at the inn, 


There is much to see and doin Alefgard before you eX 
will be ready to face the wrath of the Dragonlord.In 
fact, you must perform a numberof tasks in order 
to progress in the game and prove yourself worthy: 
Slowly, es your strength grows end your knowledge 
of this world increeses, you will begin to piece to- 
gether the puzzle that has been left to you by your 
encestor, Erdrick, who foresaw your coming. When 
__ you decide to-stop play for awhile, use the SAVE 
. feature, which allows you to Store all the tools, wea- 
pons, Gold and Experience that you've earned uptq_. 
that point; All this i is held i in memory ' ‘for continued” 
fan later, “wa 


. 


over it'to enter, 


“% major Syl of any Role DPiyt 


Although some people won't be of 
much help, talk to each one and listen 
carefully to thair words. Sometimes a 
vital clue is hidden in old stories and 
rumors. 


cman 
ter nal) nner: 


- 2 t At first, some of what you 


Talk to people by ‘8 
facing them hear won't make sense. 


directly and oy ee : Later, when speaking to 
choosing TALK. other people, you may 


learn the hidden truth of 
what was said earlier. 


ost people 


In the end, you will faca the Dragon- 
lord alone, but to reach him you need 
the wisdom and aid of all the people 
of tha kingdom. You may even wish 


to write down what people say. 4 HES 1 < 


ELAM ees 


One of your tasks is to save 


It 1s revealed that you must 
seek her somewhere in the 


Choosing FIGHT initiates an 
attack, The outcome is 
determined by a compari- 


son of your strengths tothe [1G111, S’ELL, 8UN 0 
strengths of your enemy. have enough Hit Points to si 


High leveis and good wea- 
pons greatly help. 


Selecting the best command 
takes full knowledge of your 
strengths 


Select SPELL end a listof Spells 
appeers in e window. Some of 
the Spells help you fight and 
some have speciel purposes but 
ara of no use to you in battle. 


Before choosing e Spall, con- a 
sider your status—your HP end © 


MP—and the type of enemy, as 
certain Spells are best used on 
particular enemies. If you 
choose ITEM, only the Herb 
helps in e fight. 


Earn Gold by defeating 
enemies Stronger foes are 
worth more. Then at the inn, 
recover Hit Points (HP) and 
Megic Points (MP). 


Earn Experience Points by 
defeating enemies—the 
stronger the enemy the 
more points you earn to- 
ward ralaing your Level. 


ee 
poe er eae | 
Making such a choice Is not 
easy. Taka what you need, 


During, or efter e fierce battle, you There will come a time when If you become lost and low on HP 
can use the Herb to restore much you must enter derk caverns far from a town, use the Wings of 
and dungeons. Prepare for this the Wyvern to deliver you back 


of your Hit Points (HP). 


Regain HP even 
In the heat of & 
battle by 
choosing ITEM 


by purchesing e Torch. 


Selecting ITEM 
also allows you 
use of the Torch 
in dark places. 


Upon reaching Level 7, you will 
learn the Spell of Sleep. Chant this 
Spell at your enemy and it will nod 
off, leaving itself open to attack. 
Make use of the moment as the 


j Creature may wake up soon. 


Against some monsters, Sleep will 
have no effect. 


home. 


; 


Fu | 


Return to the 

_ King’s castia 
using the magical 
Wings. 


petience will you gaint 
the ten magic Spells. 


When the Skeleton “isa 
draws near, cast 

fim in a Spell of 

Sleep, then attack. 
Awake, he is 4 


Wound your enemy with a chanted 
word. The cost is only two Magic 
Points (MP). But there are some 
enemies who can block this Spell, 


When the fighting makes you weary 
and your Hit Points are low, use the 
Heal Spell to recover much of your 
lost energy. Five MP Is the cost. 


Don't waste Gold on Torches once 
you've learned this Spell In the 
darkest caves, the Radiant Spell 
provides enough light for a search, 


— ae “ . Pee 2 ‘ 
os 


Ze 


PELLB 
Many creatures know Spells of their 
own. if attacked by an enemy who 

uses Spells, use Spellblock right 
away It will protect you from evil. 


lf you become lost or your Hit Points 


ere nearly spent Inside a dungeon, 
chant Outside to escape. You will be 
transported safely to the outer wortd 


a 


Like the Wings of the Wyvern, this 


Spell can speed you home from e 


great distance Use it when you want 
rileee 
fa 2 


to Save the game, 1) 


this potent Spell. On the other hand, (A 
some of them mey use it on you! 


RRKKEK 


bs 


x > ip 
eat PPPPI| 


; 


Ai 
O 


Most creatures will stay eway in the 
overworld If you chant this Spell it is 
lke a cloak of protection, but it lasts 
only a short time 


Much more powerful than HEAL, this 
Spell Is e great boon at the end of 
your journey when you must face the 
fiery breeth of dragons. 


H URTMORE 


Wyverns, dragons, and other evil 
monsters can be struck down by 


Ag 
? 
A yl 


ZX 
FRUG: 
ANAASS 

BA nN 


Rt h 


Sbihid' Realm of Heroes! 


Wi nacre servants 


aR 
laAP ao 


I 


Turn on the power and the titla screen 
appears. Press Start. Now you've 
reached the screen where you enter 
your name or any name you choosa. +” 
Whatever nama you enter now. a 
will be used throughout the game.//-— = 
In this case, the player's name is » 
Nastar. ; 


Use your own name, 
the name of your 
favorite hero, or create 


From beyond the borders of Alefgard you have come 
to King Lorik’s court, where it is told that you are the 
descendant of the legendary Erdrick. The King him- 
self tells you of his country s plight, how the darkness 
grows, and that you must help. Then King Lorik of 
Alefgard presents you with gifts to help you on your 
ot ae fin Do eh ig | way.Also, youare 
Ma bidden to speak 

to tha guards, 
who know much 
and can offer 
sound advice for 
your journey. 
Then it is time for 
. : , you to depart. 
J meee . : Usa your key and 

a 5 Renee asl TRE : then the STAIRS 
—— command. 


The King offers you ciamthe contents =— 


i of a Treasure 
gifts and you would do Dotti aaa 
well to take them. over it and 

pressing the A 
Good King Lorik has sent you Button to actwate 
upon a quest to restore peace to the command 
the land. But he knows you are Sereen. 
new to the world, and he offers ~% 
have a name, - you gifts to help you on your way. 
will he ae to the os In fact, without one of tha gifts, 
room for an audience with the you can’t leave the room. 
King. Learn some of the 
history of Alefgard, and of your 
quest 


© command window 
= opens, move the 
cursor to TAKE 

= and press A again. 
= The treasure or 

= stem is now yours, 


Speak to the Inhabitants of the Castle, 
In the castle you will find soldiers, mer- 
chants, retainers and others. They can tell 
you much of whet has heppened both in - 
Tentegel Castle and in the surrounding = 
country, Listen for clues and write them <= — 


ee 


The people of the castle — 
are busy and will speak — 
only if spoken to. Be 

essertive. Fece e person then push 
the A Button to bring up the com- 
mend screen. Then select TALK. . 
The person’s words appear ina | 
box on the screen. Arrows indicate 

if there is more to be said. ; 


You must find e source of keys 
before you can speak to this 
= man. 


Beyond the walls of Tantegel Castle the screen shifts to Walkabout 


Mode. 


Once you heve stepped 4 » sonipspaaansss 1 
beyond the sefety of strong = = 
walls and armed guerds, you © == * 


ere fair game to the monsters 

which lurk throughout the vast 

continent of Alefgard. 
You may have the 
King’s blessing, but 
you also need weapons. 


ARR 


Speak to the men over 
the counter to buy 


Stay the night here to 
festore your HP and MP 


(gc as 
_ Vay St neal Die 


Go to Brecconary near 
the castle and buy the 
Items you need, . ” 


te 


Closed doors will remein 
closed unless you have 
a key to uniock them. 


: ! aes Ty 


This bullding has no. 
door, You can walk 
straight in. 


The tool shop inside of- 
fers Torches and Herbs 


Sed CSRS, La \ 


RBS 


Once you heve purchased a weapon—either 
the club or the bamboo pole-—it is time to 
enter the wide regions beyond the town. 
At first you will be on the plains around 
Brecconary and Tantegel Castle. There you 
will encounter crea called Slimes that 
appear suddenly. Enemies spring up with- 
out warning. 


oA 


Strategies For Your Adventure! 


* 


pieces of gold in your pouch, your first stop 

e shops of Brecconary. There you will find 

weapons, ermor, and items thet you will need leter in the 
overworld like medicinal herbs. While in the town, you 

should also speak to ell the citizens. 

‘ 


ati = —ayy), 
KKK 


(Sp 


Se 


Me a Rie | 
‘ Such is Dragon Warrior—a game of high 
adventure and dark secrets, treasure to be 
won and tasks to perform. Once you enter 
this vast and captivating world, you may find 
it difficult to leave. q 


the Princess! 


Your first task is to find | 


Upon read the world of the King Lorik’s only daugh- 

Hf} Dregon Warrior, you become the * Gwaelin, and bring 
PK hero, the brave descendant of bet home. Do this and 
ey, Erdrick, who must seek out and 
f/\ battle egainst desperate evil. Only 
you can help seve the Princess 

and defeet the Dregonlord. The 


role you pley will determine the : 
outcome of the geme and the Defeat the 


future of the world. Dragonlord! 


in tha dasolata castla of 
Charlock, the Dragonlord 
gloats over the sacred 


await you. 


greater advantures will 9 


Ball of Light. Win back E 


this prize and peace will 
be restored. 


| GAME START __ | 


tae me 


VW 
Gather Gihes anid Rumory 


Townstuik 
throughout = [, 
the kingdom (RR 
| have much to fy 
tell you. 
Listen 
closely for 

| crucial clues. 


Search i Treasures! 
4 Certain Items 

must be found 
if you are to 
win. Meny 
people reveal * 
secrets that. > 

J val - y/ . 


iv) 
eid pee ue! 


| Earn Experience 
] Points in every 
battle to 
Increase your 
speed, strength 
and magic. 


Gold won in battle 
pays for weapons- 
and armor. 7 
£ Weidetn 1;(| 


Te jump higher than Formal, jump 
toward e wall, As youtouch itjump 
the opposite direction. 


Egypt is the 
first erea_that 
Hiryu will leern 
5 to use Power~ 
Tricks. Fire is the first one and it 
takes 5 Power Points to fire eech 
shot. ‘Ds _ es A =. 


=" With the Spark 
fe ="-an Trick, Hiryu cen 

a Waalhel fire a bolt of 
i eer ane electricity at his 
enemies: It’s more powerful then 


fire and requires 5 Energy Points 
for each shot. 


TM Capcom USA, Inc. 


POWER TRICKS 


iryu’s power levels are low and can onty be increased by completing 
Jet he enters. As his power levelsincreasehe gains additional powers. 
ere t \ eae 


Down on the Control Pad to slide 
through tiny spaces. trol Pad and push the B Button to 


fire a plasma bolt. 


The Medi- 
cal Trick is 
used to re- 
cover. lost 
heaith and 
requires 10 Energy Points to re-. 
cover 20 Health Points. 


, ~ 


The Jump Trick 
lets Hiryujump 
higherthan nor- > 
mal for a short 
while. It still won't go es high as <q 
the Triangular’ Jurrip-but will get jp 
you places you've never been. It «~ 
costs 10 Energy Points. 


/ Ff 


y 
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The Kazakh Base. With Hiryu’s current health and energy levels you will 
heve to use more breins then muscle to find e way through. If you strike 
the walls or swing the cipher in open spaces you can find additional 
Energy and Health Cepsules. Seerch well, es you will need es meny es 
you can find. 


_H-MAX 10 [POWER TRICK > NO 
|_E-MAX_:10 | TECHNIQUES : TRIANGULAR JUMP 


The Megnet Boots ere the only 
way to access some parts of 
this geme. You use them to 
climb up the flashing magnetic 
walls. If you are uneble to find 
= them, you won't be able to get 
all the keys that you will need. 


| . Mt 


_— 
in his upper half. You'll have to 
E to get a cipher shot off. 


| A Power-Loader! This hydreu- 
, dodge his flailing mechenical 
a 


lic monster is only vulnereble 
3 io arms to try to get close enough 


The Vice-Commender will tell you 
where Kain may be found. To get 
to him you'll need a key that is 
carefully guarded by the Com- 
mender. A date disk tells where 
the Commender can be found. The 
data disks are well hidden end to ; j eae 
find them you'll need to poke ~ EBay ee” 
eround with your cipher in pleces ; ta] {al my y 
where there would appear to be 
nothing. Good luck! 


The Phantom Train races through the desert on its way to the secret Pyra- 
mid Base. Cetch the train for a free ride but be warned: the Train is ermed 
with many hidden dangers. Advence very cautiously and be ready for 
something to come from any direction. Remember, Health and Energy 
Capsules can be hidden anywhere. 


| H-MAX: 12 [POWER TRICK - NO 
[_E-MAX : 12 | TECHNIQUES .: TRIANGULAR_JUMP 
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TP | PP 


what it is you'll 
need the metch- 


The first data 


disk is located Ae 

in this passage. q a 
Use your cipher = 7 

| to find it. 2 os 
bee, 


Once aboard the train you'll want to work your way to the back to knock out the engine thet is there. Allover the 
trein you'll find men end pop-up cannons thet will catch you by surprise if you're not watching out for them. At 

the back of the treinis a three directionel cannon. There are two ways to approach this problem. You can either - 
accept that you ere going to get hurt and charge ahead, cipher swinging. Or, you can ettemptto maneuvertothe 
rear of the cannon where it cannot fire end attack from there. The Slide Attack can help you get past the cannon 

and into proper position. Be careful not to fall from the train es it will buy you e quick trip back to the Blue Dragon. 
When the train stops you will heve reached the Pyramid. Start looking for more energy to replace any you may 
heve lost. Watch the characters you get energy from es certain cheracters tend to be worth more energy than 
others. From here on out it’s all up hill! 
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PYRAMID BASE 


You may be a little worsa for 

* wear efter the train ride! Fight- 

s ing the enemy guards will pro- 

§ vide you with some health. Be 

= “7 sure you get it before you leave - 
* ~ the screen or you'll lose it. 


re 


The Aqua Boots ere in 

4 here. Be sura to pick 
-{ them up as you will 
never reach the center 
of the pyramid without 
thair abilities. Use the 
Slide Attack to slip 
under the wail and pick 
them up. 


Head this way efter {a kf oa 


picking up the Aqua aI 
Boots. The transport 
tube is tha only way io i 
move on, but where * 
does it lead? It may 
lead to a key or some- 
thing else, only the 
brave will discover the truth. 


It's Kainl He knows 

something extremely 

important. By search- 
» ing, you'll also find 
Disk 3. Better get back 4 
to the ship. 


This motorcycle madman 
is invulnerable from the 
front. Stick to your cipher, 
jump over him and hit 
him in the back es he 
y, goes by. Watch it, ha’‘s 


oe 
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t 
7 3 


A running leap will help you cleer tha bomb 
tossing Mechanical Snails that cover tha out- 
side of the pyramid. Watch out whan you come 
to lend as enemy soldiars may be waiting for 
youl 


eas 


ff. Door S-2 needs key 2. 
"Without the key you will 

be cut off from other 

transport tubes that run 

/| through the pyremid. If 


~ > you have seerched well 
. 3 you'll find the key. 


A 


Sol Face to face with the Commender at last! 
Ha has the key and you need it. Do you think 
that you'll be abla to get it away from him? 


The Sharkman is hid- 

ing in the water If 

# you've no Aqua Boots, 
= you're shark baitl Keep 
yourself low when ha 

§ attacks to minimize tha 
() chanea of getting hurt. 


Once you get the key from the Commender, head back to tha Blue Dra- 
gon. You now have a key that will fit the doors that you could not get 
through back at the Kazakh Base. Could this ba whera they're holding 
Kain? To find out you must first dafeat whatever it is coming from behind 
you with a loud mechanical roer! Should you use a Trick or stick to your 
cipher? 


The Disk, whe 
NO. 3 aboute "Zain 


haps the Strider chi 
= more. Head eng owTSY 
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w did they know where he was going, ewhere thera must 
nization but where? Did Kain disclose some informa 
Hiryu refuses to believe that Kain would do tha! 
else here in Japan is'tracking him, j 


TEVELS PAMAX 20 POWER TRICK : MEDICAL 
{pt ess.n (OMS epee | > simian : PLASMA ARROW _ 


cage br tha 

i arrior| His 

n four cipher and 

ha can fire plasr ts also. Watch 

his jumps and you can learn to time 

yours so you can strike at a point when 
he is off balance. 


Friend @r foe? “ Reaching the Chief, Strider will in- 
The scientist is a 4 crease your haalth and energy levels 
friend who will fix plus, get you Disk 4. You'll need to An- 
~your cipher so . rae alyze it so back to the Blue Dragon! 
that it will fire a ; ; 
plasma bolt. It takes a fewseconds 
to charge the cipher, “but the 
plasma is well worthitasitcancut 
through even the toughest of 
enemy defenses. It can save you! 
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fe ee te tote 


dazzling display of de-* 4NEW TITLES 
tective work in track- + * @ ROBOCOP 
% © DUCK TALES 
© WHO FRAMED ROGER 
RABBIT ? 


a 


Js there anian behind thahachine? 
1 Murph jwas lostin the line of duty to the world who knew him, Still, bits 
n remain within the combat-ready ¢hassis of Robocop, an experi- 
tad-rripohanical cyborg capable of; fandling much more -than—an 
jage police Gifices Now he-roarms the ‘Streets in a single-minded quest to 
order, and €appiehend criminals. Such an addition to the force has 
of the ae very nervous, and they'd give almost anything 

Rol 


jiometabolizer 


Oil Pressure 
Motor Unit ; 

bocop possesses many technologically 
enhanced senses that protect and aid him 
in critical situations. 


Interface 
Needle 


; Using thermal Imagery, the optic scanner can 
_ LA} find weak or thin wells to go through é 


4 .. ¢ 
ip ‘The onboard computer will use the gauntlet we 
| indicator to edvise you when to use hands only: ~~ 

~ < 
m3 ‘The Short Range Sensor wil flash the Target 
: display when enemies are near fat 


[4 } The Eneray Incheator wil flash 9s Time and ; 
reach critica) levels, 


ITEMS — 


= ee 
1| WEAPONS 
=—— — Ss 
3 ; ae ° —- — 
Pelecis danoeoen PotionA 
issue weapon it's rapid 


fire capabilitys ewesomel - Jie a) Husinsene SEE 
keep your eyes open for 
refills like this one. “ 


You must find the You'll need to 
Machine Gun to use it. It replece any lost 
fires so fest it's like e Power, and this 


potion 1s the biggest 


solid stream of bullets. 
‘ | Fe ; refill you can get. 


Time Addition 
The sign of the lightning bolt 
means more juice for your 


armor Grab it to gein more 


This devastating weapon 1s time. 
more like a tank gun than a 
hand held weapon It's fire 


power Is unmatched! 


Machine Gun Magazine 


Unlike the Auto 9, the 
Mechine Gun has a limited 
ammo supply Look for these 
to reload or stock up 


Arrest Mode: aoa 1 See Ave- 
nue Crime in Progress. 


wthey "sent in Alsbocsp, he ran . Time to draw the Auto 
handte it: oo 91 Trouble ahead 


The Gyro Maniac is the only ‘ 

man crazy enough to fly Hammer Jack is a man of 
through the city streets. =| great strength and bullet- 
Stand by with your Auto 9. SLi iy proof arm guards. Put up 


bis your dukes, it’s gonna be 
Look out! That's no a brawl. 


Jes eal enpes peat - jea)eajerjiepest 


There's trouble at city hall. 
Someone is holding the mayor for 
ransom. You'll have to use caution 
as you approach so that no innocent 
civihans get hurt. 


Dick Jones is holding up in the Clarence Jones is holed up somewhere in 
factory where they first built_his this industrial scene. His plan is to ambush 
runaway metal cop ED 209. The Robocop with the powerful Cobra gun that 
place is crawling wrth robots and ss he is armed with. Be careful, he 
automatic defenses. No place for a could be hiding anywhere. Don’t 
beat cop, only one officer can forget’ your Short Range Sensor. 
handle it. Robocop. 


Clarence Boddicker 1s making ille- E= 
gal narcotics in an old factory. He's | 
; hired out a mess of nasties to pro- , 
§ tect him. Sounds likea crimeinpro- j 
gress, better dispatch Robocop. 


Whats Uncle Scrooge 
up to this time? 


Join in the 
fun as the 
eccentric 
millionaire 


world-wide scavenger hunt for. 
the five most valuable trea 
sures known to duckkind. |= 


LAND SELECT 
THE AMAZ 


Of course, Scrooge won't have to find 
tha treasures on his own. His three 
nephews and Webby will show up to 
give him helpful clues and hints, and if he 
gets lost, Launchpad the pilot will be 
there to offer him a ride back to Duck- 
burg. 


The five treasures are not the only valuable items Scrooge will find during 
his travels. The hills and caverns are filled with precious diamonds, and if 
he’s tow on energy, Scrooge can recharge by finding Snacks. 


- Diamond Snacks 


There are three different Besides just . 
types of diamonds. tasting good, ~~ 
7 Snacks _ refill 
Scrooge’s 

energy. 


Statue of Scrooge 


Magic Coins This tiny statue gives you a 1- 
Up. 2% 


Magic Coin will eT 3 ‘ \ 
maka Scrooge : “ 

invincible for a ; : 
few seconds. dN ih Sevicnnics 


The Mysterious 


rooge can use his cane to 
vat Items across the floor 


The Amazon 
Scrooge’s search for the Incan Sceptre wil lead him deep ini 


is the Amazon jungle, past vicious jungle Creatures, and eve 
deep into a lost Incan Temple for a confrontation with Zardu 


WE. cy 


Hidden Items 


Scrooga can 
Use the pogo find Gems and 
jump to bounce Snacks by 
off this bee and jumping and 
get to the pouch. poking in the 3 

right places. 


ae 


jounce over the brambles! ‘ 4 
5 ; sme if Ancient Ruins 
By continually using JR@CS% ; 
the pogo jump, 5 Climb this vine to get to § 
Scrooge can get past the top of the ruins and 
the Amazon bramble find the entrance to the 
7 Ss at, i i , ‘Jost temple. 


Transyivere 


[om] d 
mhe African 
Ke) Mines 


Ci To find the Giant Diamond of the 
Inner-Earth, Scrooge must scour 
the mines of the African conti- 
nent and battle the King of the 
Terra Fermies. 


Stes 


The Coin of tha Lost Realm 
is rumored to be deep 
inside of an eerie castle in 
Transylvania. Of course, 47 
Uncle Scrooge thinks the 
idea of ghosts and zombies = 
is just hogwash, but per- © 
haps he’s about to change 
his mind. 
Come back to 
get this 
skeleton key 
after finishing 
the stage 


The Crown of Ghengis Khan is said to be hidden 
somewhere in these Mountains of Snow, but the 
Snow Rabbits and Glacier Goats aren't too fond of 
climbers. 


26 


ORME 
ee Green Cheese? That's 


what. the moon is 
mada of and that is 
what Uncle Scrooge 
is after this time. It 
is rumored that the 
cheese will make one 
5 young again, even an = 

eS Glzmo's old duck like Scrooge. § 
= robot 


® suit is 
The inside of the UFO is a complex awesomel 


series of corndors and pas- 


You'll need to find 
* a Gizmo to get past 
sageways <i a this wali, 


: ince Sent o's aeene." p 


And don’t forget, this was just 

a preview. Uncle Scrooge and 

the gang will be back for 

more in a future issue of Nin- 

tendo Power. Bs » 
™ ae a 


underneath the 
flower pot and fake 
it out. After it 
crashes, you can 
walk there in safety. 


This Is Eddie's office When you leave, ba 
sure to talk to people They can be very 
helpful in knowing where to search. 


Tha biggest part of being a private eye is 
searching for clues and evidence. Some- 
times, you even come across the neatast 
stuff. But, watch out for tha weasels! 
You'll always know when they re close by 
‘causa an alarm will sound. Keep an eye 
on that buzzerd overhead, too, or he'll 
swoop down and carry Roger off. And —_Find weapons, tools, and other special items all 
remember, like Mom always said: Look over the city. You'll need everything you can find 


both ways before crossing the streetl to solve this case, but knowing where and how 
to use the Items will call for some real detective 


work. Fortunately, you're @ detective. 


It's a big city, but you can cross it ina 
hurry by riding in Banny the Cab. If you 
should find him, just move next to him 
and press Select. Then, it's A for accelar- 
ate and B for brake. Benny has an R.C. 
Pro-Am feel and only Banny can take you 
through the tunnels that lead to the hills 
and to Toontown. If the weasals are 
chasing you on foot, you can drive over 


_ Benny’ must stay on tha 

road, so you'll have to get 
out and search the hills on foot. However, 
Banny will stay put,’sa remember whera 
you left him. Driving Benny is a quick way 
to cover a lot.of road. But, look out for 
-those wacky weasels in thair paddy- 
Wagon. If they.catch you, the joka will be 
‘on Roger. 


If you have the 
whistle, you can call 
Benny by going to 
the ‘thiddfe of the 

street and pressing 
B. . = 


Los Angeles ts a big city—even in the 1940s. You'll naed to search 


é haa ’ everywhare and keep track of where you've looked. Some places 
oO may be difficult to anter, but a good detective can usually find a 


way. However, thera are some places even a great Pl, can’t get into. 


aC 


vhithy | 


mona MAL 


In the clase up view, 
you can talk to 
people by facing 
them and pressing 
A Move to a search 
area, fece UP, and 
prass A to search. 


There are caves 
which may hold 
Important secrets, 
and you'll need at least a fleshlight to 
move through them safely. Maybe you'll 
be able to buy ona or another important 
item | 


al 
~ You'll constantly have te be 
on guard against those 
notorious weasels. Fortu- © 
nately, in the overhead 
screan, an alarm will sound 
whenever they are nearby. 
However, inthe close-up screans, Psycho 
will be able to sneak up on you. Judge 
Doom has sent the weasels to capture 
Roger and they don’t mind putting the 
muscle on a hard-working gumshoe 
who's just trying to do his job. 
y In the overhead 
screens, the weasels 
| are lurking every- 
where If they catch 
Roger, Smartguy 
and Stupid will 
boastfully ask him 
the set-up question 
to a joke. 
Psycho ts just too 
psycho to know 
when to stop, but 
several items will 
work against him. 
Experiment with 
them to find out 
which ones are best 


Select the correct _& 
punchline before aa - = o> 
fime runs out and 
the weasels will 4 SMARTGUY 
laugh so hard that 
Roger can escape. 


Mey, I'm not just “drawing 
interest.” I have a eine. 


So 


Cihtentiteese 9) 
ean only win hy a 
) Both Jessica and Delores 

hold a clue. However, find- 

ing them and learning the 

clue may not be as simple 

as all that. You'll need all 

your detective skills and a 

lot of luck to find the Will 

ang ec hae oD oS Gee, Eddle, tell me what's 

while staying out of the \™e? Pm al sere! 
slammer. 


=) 2 
= a ey 


@ Ehadow Or 
eons the lanc 


ection and Ad 


Youvare!Kurosstastiofianwannion breed ee se 
and) the ‘Kinadomyot, Sindaninis Oulve: 
hope fonlastinalipeacesYoulmushtravel 
to/thelendstofithelkingdomilniseanchm 


Ofitheifourpieceslotithernciennlr 
Sworduandithenlicennt 


INCE) 2 egal Ye 


Kuros must find and use 
the Swor 


ES Kingdom of Sindarin, 
the world of TronSword! 


mee 's Domain con- 

sists of two areas: 

the Cliff Region and 
he Clouds. 


T°: 


“= “ 
ae must find the Golden Fly 
to appaase the Frog King and 
gain access to the Underwater 
domain. The Wa- 
ter Elemantal is 
very strong, but 

Gliphbeter 


MAN ifS 
HOWA 


oe 
= 


APE YOU THE REAL WELL, WE'RE SURE. Nor THE THREE 
TEENAGE MUTANT MUSKETEERS! 
NINTA TURTLES ? 


LOOKS LIKE SOMEONE Took 
ABSITE OUT OF IT. 


| CHECK, THIS ovr. THIS GUY SAYS 
EVERY TURTLE SHOULD HAVE 

$F SCROLLS BEFORE ENTERING 
=| AREATHREE. NOT PIZZAS! 
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AUIS 
| From i‘ 


Our investigations in the sewers have led to some 
super tips with the Turtles. As these reptilian rabble 
rousers often find themselves in areas where the 
Ceiling is very low, it is sometimes difficult to jump 
Jong distances without hitting the ceiling and end- 
ing up with a short jump. In the third stage, there 
are a few points where it is impossible to get to the 


CLASSIFIED {VFORMATION 


The Boomerangs evs incredible cutting power 
and long range which makes them very useful 
items for our heroes to carry. Weapons experts 
have investigated the availability of the Boom- 
erangs and have found that, while they are some- 
times hard to find, the Turtles can share the 
Boomerangs with each other. If one of the Turtles 
has Boomerangs in his possession, press the B 
Button repeatedly so that up to three of these 
strong weapons will go into the air, and before they 
return, switch Turtles. The Turtle that you choose 
should not be carrying any special weapons except 
for his own personal defense so that he can catch 
the Boomerangs that his comrade sends flying. 


other side if your Turtle jumps at his full capacity. 
This makes it necessary to jump shallower by tap- 
ping the A Button very lightly. Jumping with less 
intensity will give mora length and less bounce for 
your Turtle. If you have the NES Advantage, your 
character should make these jumps with the Turbo 
| ectivated. This will result in a short and accurate 
hop. 


When the gap between two ledges is only the width 
of one brick and the ceiling is Turtle height, an 
attempted jump will result in 
a sure fall. In this case, your 
Turtle of choice should just 
try to step over the gap in- 
stead of leaping. He can walk 
across. Avoid stopping in the 
middle, and he'll make it 


easilyl_ 


The inhabitants of tha sewer and the surrounding 
buildings have varying strengths and weapons, and 
our agents have found that the Turtles may be able 
to encounter weaker enemies by entering and exit- 
ing these areas. When entering an area and 
encountering some of the angrier antagonists, 
Don, Mike, Raph, or Leo can go outside and then 
re-enter. You may find that weaker opponents have 

" | taken the place of the others. This is very important 
tottrto take into account when you know that it will be a 
long time before the next pizza bea 


Lightly tap the A Button for a successful leap in clase 
quarters. Writ ls 
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; CLASSIFIED PORATION 


a. 


| From Agent #612 Wi From Agent #067 
@ Bonus Ships @ Risk-Free Rescue 


In a variation of a code that our agents have found Save the people of tha planet Colura and collect an 
for several Konami games, we have discovered a _ impossibly high score with a completely inda- 
procedure which will greatly aid you in your mis- _structible space-aga rescue bike. The anemy 
sion to free the planets from Gyrusian forces. This _ intruders will be no match for this souped-up cycle. 
code will award you with several extra chances to | With Controller II, when the titla screen appears, 
defeat anemy armies. As soon as the title screen press and hold the A and B Buttons and Left on tha 
appears, press theA Button than press the B Button Control Pad. With Controller I, press Up, Up, Down, 
© and, on the Control Pad, press Right, Left, Right, Down and then press Start. Your cycla will be 
Left, Down, Down, Up, Up and then pressStart. The unbeatable! 
“Play Select” option will show on the screen. 
| Quickly choose aither Attack Control A or Attack 
% Control B and press the Start Button again. Instead 
of the usual four remaining fighters on the lower- 
» laft corner of the screen, there will be seven fighters 
and this number will not go down until you have 
gone through several ships. Experts have deter- eee 
mined the number of bonus fighters received from pee? a = ‘ 
using this code to be about 30. | With this code, your bike will be invincible. 


! 


If you would like to increase the challenge of your 
citizen-saving mission, hold the same buttons on 
Controller IL, hold the A Button on Controller I and 
press Start. 


Press A, B, Right, Left, 
Right, Left, Down, Down, Up, 
Up and Start. Then press 
Start again for a big bonus. 


Difficult 


Calling all agents? 

Have you ever come across anything really special in your game 
playing exploits? We'd like to hear about it! Send your tricks to: 
Nintendo Power 

Classified Information 

P.O. Box 97033 

Redmond, WA 9B073-9733 Fifa AeuLOEe } Gut 


# 
C 
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@ From Agent #721 
@ Shoricut 


The most challenging part of Rambo's mission 

_ comes when he must defeat the amazing Flying 
Fortress, as it has very strong defenses. With a 
newly discovered shortcut, this furious fighter can 
" completely bypass the Flying Fortress. Our agents 
™,_ have discovered that the last PO.W.'s cell has a hid- 
. den exit. When Rambo meets up with this charac- 
« ter, he must first break the wall and enter the cell, 

“> making sure that the top block of the wall remains. 
Then he must walk out of the cell, turn around and 
ae walk back into the cell with the P.O.W. following 
.-’ him. When Rambo stops at the right wall of the cell, 
*.= the P.O.W. should be about three blocks behind 


_*, Rambo. Press the A Button quickly and repeatedly, — 


and press Left and Right on the Control Pad so that 
Rambo jumps and hits his head against the differ- 
“4 ent parts of the ceiling. 


__ Jump repeatedly so that Rambo will work his up way 
through the wall. 
Eventually Rambo will work his way up through the 
-’ ceiling and to tha right through the wall. When 

: Rambo is going through the wall, he must continue 
jumping so that he doesn’t fall back into the cell. 
When he ascapes to the other side of the wall, 
Rambo will be able to enter his helicopter and take 
offl 


When Rambo goes all of the way vata the \ wail he can 
escape! 


2 meee SSSI Tet ora RY 
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@ From a #710 
@ Walk Through Walls : 


The last palace that Link must conquer to free the : 
princess from her slaep has many mysterious ele- 
ments. Investigations in this palace have led to the 
discovery of a number of hidden rooms where valu- 
able Magic bottles can be found. On his way to 
meet the challenges in the deepest parts of the y 
palace, Link will be able to fill his Magic completely 

in these few important locations. The palace in- 
cludes a number of elevator shafts that take more ~ 
than one screen to complete. After Link has ~~ 
descended or ascended an entire screen length — 
and he appears at another full screen of the eleva- _ 
tor shaft, he may be able to find a hidden passage 

in the wall hera. In the center of the screen, he can 
work against the wall to the left or right and he may 

be able to actually go through the wall and go intoa 
hidden room. Here, Link will find a statue that will € 
either come to life or produce a Magic bottle when i 
hit with the sword. If the statua comes to life, Link a 
can defeat it, leave the room and come back for 
another try. 


Go down one full screen and 
work your way through the 
wall to find a hidden room. 


Agents have also found that if Link moves to the é » 
left after coming down from the last elevator, he'll 
invariably find a Magic bottle in one of the blocks ' a 
in the wall. é 


Ep CLASSIFIED | 


Wi From Agent #414 
. @ Tread Water 


Our agents have developed some prize winning 
maneuvers for this high tension speed boat race. 
As the Cobra Triangle 
crosses the finish line 
and it becomes air- 
borne, spin as many 
times as you can for 
1,000 points on every 
rotation. 

Also, you can master the Waterfall event and col- 
lect tons of additional points if you perfect the tech- 
nique of working with the current. By doing this, 
"your boat will be able to stay in one place and wait 
for just the right moment to move on. After you 
hava crossed a the gap betwean two waterfalls, 
drop back and let the current take you to the very 
edge. Accelerata against the current just enough to 
keep from going over 
the waterfall. The longer 
your boat hangs over 
the adge, the more 
bonus points you will 
receive. 


Crossing the gaps between waterfalls and catching 
the moving ramps at the right time is a challenging 
maneuver. By perfecting the technique of staying in 
_ ona place against the current, you should be able to 
cross the gaps every time. Stall on the left sida of 
the river with your boat going against the flow until 
| the ramp moves all of the way to the left. Then open 
~ the throttle, swing around in a counter-clockwise 
* U-tum and hit the ramp on the right side. Good luck! 


Stay In one place untl the ramp is on the left side. Then— 
swing over to the right and let it fly! 


. From Agent #317 
@ Bonus Stages 


Get an extra high bounce into an item filled Bonus 
Round in this crazy chase for cheese. In Stages 1-2 
and 1-5 there are hidden areas that have an abun- 
dance of special items up for grabs. To enter the 
Bonus Stages, you cannot already ba carrying any 
special items. Both Stages 1-2 and 1-5 have Tram- 
polines that are raised at laast a floor above the 
ground. To get to the Bonus Stages, bounce three 
times on the raised Trampolines. On the third 
bounce, your character will ba sent high into the air 
to collect as many items as he can. 


Bounce three times here without any special items to send 
your character into a Bonus Round 


j:_ AAPEY-LASD 


Wi From Agent #410 
@Safe Spot 


_ Just a quick note on a game we mapped out last 


issue. Our investigations have led to the discovery 
of a safe spot when going after theCruser Tetron at 
the end of Stage Three. If you have Options, float 


| under the jaw of this 


huge beast and let the 
Options do the workl 


oe 


ye 
=k 
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Wi From Agent #102 
@ Second Chance 


After being defeated on a two-player mission in 
- | this tough terrain, you'll have a second chance to 
fight alongside your partner, if he or she doesn't 
mind giving up a Jeep. Once all of your Jeeps have 
met with an untimely end and your partner is still 
playing with at least one Jeep in reserve, press the 
A and B Buttons at the sama time. Your partner will 
lose one Jeep, and you will be back in business! Try 
this technique with Konami's Life Force as well. 


| 


Transfer a Jeep from your partner by pressing the A and B 
Buttons when your last Jeep is gone. 


@ Extra! Extra! 


Our agents have heard that you may be able to use 
this technique to earn an amazing number of extra 
players. Try pressing tha A and B Buttons just as 
your partner is being defeated for the last time. 
There's a chance that he or she may continue with 
hundreds of extra players. Your timing must be per- 
fect to make this work! 


~ 


CLASSIFIED PORATION 


WiFrom Agent #020 
@Extra Coins For Experts 


Secret agents in Sub-Con have uncovered a coin- 
producing operation that could result in your char- 
acter receiving a huge amount of extra lives with 
' the "Bonus Chances,” if you have perfected the 
__ timing of the machine. It works best if you have a 
fair amount of extra lives already. In Stage 5-1 
there is an area with five clumps of grass and a 
steep cliff. Collect the Potion and use it here. After 
you have pulled upthe grass and collected the five 
coins, let your character dive off of the edge while 
still in Sub-Space. You will lose a life and begin 
again at the start of Stage 
5-1. Repeat this maneuver 
until you have only a few 
lives left and go on to the 
end of the stage. The point 
of the trick is that if you 
lose a life in Sub-Space, 
you'll be able to collect 
coins in Sub-Space more 
than the usual two times. 


Drop off this cliff in Sub- 
Space to continue coin 
production. 


__ The Bonus Chance characters go by the window in 
| adefinite pattern. With some practice, you may be 
able to develop the timing to press the button just 
as the character that you are after is passing. If you 
have mastered the timing, the above maneuver will 
be especially useful. 


Wi From Agent #067 
@ Single Out The Enemy 


Our scouts in Hyrule have discovered that Link can 
greatly reduce conflict in the Overworld by defeat- 


leaves a single Moblin, Tektita, or other such foe in 


ing all but one enemy in a given screen, Af/Link jn, 


the area then just that one enemy will reappear lee 
every time he returns. This way, our adventuring }.= 
hero will avoid the possibility of having to defeat an yy 
entire group of foes every time he returns to a par- =~ 
ticular section of Hyrule. mm ret 

Don't let Link defeat the 
one remaining foe, though, 
or several may appear next 
time! 


Pcs esa! lide 
Leave one enemy on the 
screen in each section 


Be (stm 


e 
Hc 


The President 1s missing; kidnapped by the notori- 

ous Dragon Ninja. This mission calls for a subtle. 

penatration of the Dragon Ninja’s forces by a limited 
| special @ 


a} eityAtorests r 
trains, and in the sewers and factory. You mattet reach: 
the President before he can be spirited away on the 
Ninj heli geRickwup, 


ere upon re 
Beware} es SES care 
voi 
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Segeestses 


THE ADVENTURES: OF. 
TOM SAWVER™’ 


Ture ,geia sh ina, 
In one-room schoolhouse in HannibalpVig= 
| Sout, Sits young Tom Sawyer, daydreaming of 
adventurin’ up'and down the Missis- © 
a ek. Artned with only. roeks and his trusty slingshot 
: of piretes, octopi, elligators, punk monkeys, a is 
enging hezards inorder to rescue sweat Becky Thatcher from “a 
Player Two, Huckleberry Finn, is also eset ad cy j 
3 ie going on record.as. pe re Se 
Eig arkelwar" will really enhance your enjoymer 


always mean ae here's a ak 
item seagulls ae 'S 


Lead a struggling revolution to turn the tide against a cruel 

dictator. Starting with your mechine gun, overpower his 

forces and free the prisoners. Travel through jungle and city to 

make your way to the king's palace/fortress for a final con- | ie 

frontation. Defeat the enemies sophisticated ardware and emply tank will say ‘Take out the truck with 
build your arsenel wi th item sik, bombsalasers#andsl lame “IN.” Get close and grenades or It will 
throwers. Play in simultaneous twosplayemmocerandiuseitne, prass A to take control, continue to bring men. 
terrific continue feattehtor an easier mission 


BERR EBEHHHBHEHeEE HHH SEE 
En Aten ee 


a $< 


DEFENDEe ok Se” 


Wot wear tnd 
*epends "P" your 
strategy. Choose your i i 

\ path carefully and wisely. * @. 


= When jousting 
N en Se Mere inches 
ANN the aim of jhe 
lance wil 
\ i+<4> — wr al determine: 
bs : : victory or 
S| disgrace. 


Fie, those @ 
Norman va @ 


S\\, scaling youl 
astle- wall 


TM&0 Square Soft 


\RaBBBRBBBRBBABBRBABBRBAaBBRAR 


Tha year is, 2050. The: ruthless aieteans 
invaded: Earth, witha peadly bacterialogical 

which threatens. to ‘destroy the humen race. You pe 
‘on’ the: return portion, of your mission to retrieve. an 
anti-hatterialogical antidota frém the Neptune allied 
force base, Triton. se your Zappet and precision aim 
fo get through the Ragossians’ cordon which sur- 
rounds Earth. You' i-néed nervas of titanium and the 
reflexes of a Targothian panther as the invaders attack 
yqu at warp speeds. However, ‘your concentration 
must be atits.peak when taking‘on the major: sentries’ 
at the arid of eath of the four missions. 


y, 


SoeGceeaeeeeeeeeeeeaseeeeseeeeaeagaga 


from NINTENDO 


TM_ Nintendo of América inc 


The display panel shows 
* from left to mght: your 
fnergy: score, and number- 
a Jot ‘ships left In your 


*f squadron - A 
' a 


Shoot the hourglass for 
more time 


Fy nat taspun, 

oulets py tr liffiesintanyror™ 
the stages lake your 
shots “Count.” 


from HIGH-TECH 


SESAME STREET ABC™ EXPRESSION 


© 18S Chiron & Television workshop. Ai rigtas reserved. Secame Stree Mupest charsclora 
© 1988 Muppets loc, Al rights meeerved. Hin Henson and Muppots are (rademarks of Hansen 
Associaiog, loc. Seaama Stat and siveet sign are tecemarics of Critter u Television Workebor PS) 


The world’s most lovabla neighbor- 

hood is coming your way with another 

terrific game by High-Tech. Thosa 
wonderful Muppets are combine tig 


_ two main games in one Game Pak. In 

_ Latter-Go Round, Ernie, Bert, Big Bird, oy 
and Grover use a big carnival Ferris * / 
wheel to teach you the alphabet and js 
spelling. Thera are six different games 
in Letter-Go-Round to give just the 
tight challenge. Ernie’s Big = 
Splash has Ernie in the bath- 
tub, but without his R 


S nme 
Select the right letters , High-Tech! Use Oscar the Grouch, 


from the Ferns wheel ; entleth births Cookte Monster, or other 


‘Il ring the bell frends to help move 
sees Rubber Ducky along. 


jim =~ ftom HUDSON 


Back in prehistoric times, when 
dinosaur creaturas ruled the _ 
planet, a young cavaman named | 
Dino-Riki decidas to conquer the 
land to establish mankind's future 
in this savaga world. Finding 
‘weapons of increasing power and 
special items, Dino-Riki must 
overcome hordes of littia craepies — 
and swarms of little buzzies. oie pe : 
However, the greatest challanges Aig more energy. : a 
ara the Tyrannosaurus, Tricera- 
tops, Giant Cobra, Pteranodon, 
and worst of all, the Monster Fly. | 


1. 
I) 
, 


Ree 
Howevar, thera are special itams — 
which will allow Dino-Riki to fly or ‘ a ae 
give him speed. There is also an — er) Se 
item which allows him to turn into | | (gee 
Macho-Riki, a powerful super- owen 5 = 
caveman. But be careful; it’s a oma g the giant water x, 
jungle out there! pads Is tricky and will take ~ 

4 practice, So’ Gon't dive up! = maf 
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Here they are, the hottest scores around! If you'd like to share your best scores 
with the readers of Nintendo Power, send them in! You could be the next NES 
Achiever! 


1943 Johnny Pace Wasley, SCP 999,990 
i Mine > — Park, car 2,420,300 Matthew Ciccati® San O1ego, CAR 999,990 
John Hill Columbia, 403,000  HIGYRUSS 
Beau Mills WieiNe EE Matt Eastwood Overland Park, KS 465,650 
EBlonic Commando JACKAL 


Danny O'Boyle> North Olmstead. OH Finished © 

David Moore> Hammond, INP Finished aie peat ante Os Paco 
Eric & Mark Sebasta® Overland Park, KSP Finished - : 
Hilo luchi > Gardena, CAP Finished MKARATE CHAMP 

Jason Altschul > Evanston, IL Finished Byron Kerford > Oklahoma City. OK 999,900 


Jay Kelly/Scott Eaton = Napa, CAP Finished 
Jeff Wershiner® -Brookeville, MOP Finished ema ues (ieee lL EEE) 


Jeramy Lawrence Orlando, FLD Finished KI AR' 
Mike Fletcher > Midland, TX Finished aha 9,999,999 


Tony Biagini > Jacksonvilla, FL Finished BS rea dsb Bae cn 9'999'099 


Francis Kasper > Middletown, PAR = 9,999,999 
ER SUIB lui 7 4 Herman Lee > Overland Park, KS 9,999,999 
Bran aoron Re Seattle, WAP Finished Nina Riche> Louisville, KYP 9,999,999 
Jerry Nakae > Beaverton, OR > Finished Robert Konkel > Webster, MAP 9,999,999 
John Marcella» Langhorne, PAP Finished 
Winfred A. Ross Littleton, CO > Finished BKID NIKI 
z a a Paul Hickey > Larchmont, NYP 1,001,800 
MBOMBERMAN Johnny Overall Oceanside, CAR ‘999/500 


Tony Stevens Rexburg, ID 999,999,400 LEGENDARY WINGS 


MBUBBLE BOBBLE Peter Otta> Big Bear Leke, CAP 7,710,000 
Jonathan DaoP West Comma. CA 1,068,000 - Geigebugae Santa Ana, CAP 6,773,200 
Anthony Law Van Nuys, CAP 1,055,360 BLIFE FORCE 


HGALAGA ; Jason Rubenstein Lake Villa, IL 9,999,990 


Randall Mangumb San Antonio, TX 608,930 SLE. KaecellnebaiAl? REESE 
~ ~ IMAG MAX 
pei a heli . ays asses Devin Barnum > Mesa, AZ> 604,300 
Jatt Hahn jaratoga, F A 
. a . NMEGA MAN 


mGOLF Scom Strokes Sherry & John Bear Las Vegas, NVP 9,999,900 
Alex Vaishville > Senta Clara, CAR = —22 50 Eddia Kisosondi > Riverview, FL 9,999,900 
Roland F Harbour Sr Pawtucket, RIP —22 50 IEIMICKEY MOUSECAPADE 

HGRADIUS Alex McCiung> Goshen, NYP 9,999,990 
Jamie Clark > Virgima Beach, VAP 9,999,990 Mich Bolivar San Pablo, CAP 9,999,990 
James Musson > O'Neil, NEP 9,999,990 PAPERBOY 


3 ah _ Kevin Hendrickson Grants Pass, ORM 115,100 
MIGUN.SMOKE AAT 1SI20822 20% homas Fairlie Northampton, MAP 111,050 
07:3 


Brian Lamb» Orlando, FL> 999,990 Justin Ruggiero» Stroudsburg, PAR 107,350 
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@R.C, PRO-AM 
Jesse Zarate» 
Hariz Kolenovic > 
Danis Kolanovic® 
Brian Lerner > 
Joel Hynes» 


GRAMPAGE 
Jamey Johnson > 
Joel Cost > 
Scott Hofmann 
Eric Astrup> 


WRENEGADE 


Ricky Licoh 
Scott Sullivan > 
Jonathan Nelson > 


f Michael Wiltams® Beaumont, XP  642,BB3 
@ROBO WARRIOR 
Jeffrey Smith> Orange, CT > 3,379,400 
John Truong Novi, MIP 1,525,300 ~ 
GRUSH 'N ATTACK 
| Bradley Dewayne Hendley Sheffiald, ALP 9,999,900 
Chris Bromley > Rigby, ID > 9,999,990 
.’ Mike Strande > Racine, WIP 9,999,990 
Tom Bukowiecki > LaGrange, IL 9,999,990 
| MSEICROSS 
Robert Creal» Grand Bay, ALP 2,B90,B00 
@SUPER MARIO BROS. . 
Andrew 8rophy > New York, NYP 9,999,950 
Anna Thompson > Yucsipa, CAP 9,999,950 
Blaina Hala Midland, TX > 9,999,950 
Chad Speer> Tatoga, OK > 9,999,950 
David Mills> Keerneysville, WV 9,999,950 
' David Rigg Helena, ALP 9,999,950 
Greg Nannary> New York, NYP 9,999,950 
Janet Blake Menominee, MI 9,999,950 
Tammy Murray > Poplar Bluff, MO 9,999,950 
: _ Todd Allen > Hoffman Estates, IL 9,999,950 
MSOLOMON'S KEY : 
Jef Adkins Attica, NY > 13,420,910 
Nancy Lane> Bend, OR > 7,51B,920 
| STINGER : 
Diana Rebecchi> Hayward, CAP 13,933,400 
Joe Wlakiinski > Glenview, IL> 12,087,300 


Lovell, WY » 426,B00 
Palisadas Park, NJ 343,192 
Palisades Perk NJP 335,093 
Miami, FL 324,736 
Wausau, WIP 319,042 


Wartrace, INP 2,061,900 
Grafton, WVP 2,061,900 
Collegeville, PAR 2,023,500 
Jamestown, NO P 2,020,900 


Park Ridge, NJP 994,000 
Cedar Rapids, |AP BO2,813 
Black Earth, WIP 669,050 


George Rodriguez Calexico, CAP 11,33B,B00 
GT & C SURF DESIGNS : 


Chris MumauP 
Cole Kraft 
corey Sealine 


Danial Delicco > 
Jason Barnhart» 


Versailles, OHP 999,999 
Lonita, CAP 999,999 
Meo Pot Hickey AL ti) a 
Olney, MO 999,999 
Union Lake, MI> 999,999 


Jason Killgo> 
John Tennant» 
Mark Cooper > 
Rob Schlegal > 
Scott Fostar > 


al a pel aap 


Stone Meuntein, GAR 999,999 


Gainesville, FL> 999,999 
Council Bluffs, IAP 999,999 
Allentown, PAP 999,999 
Choctaw, OK > 999,999 


INDIANA JONES AND THE TEMPLE OF DOOM 


Andrew Barnes > 
Michael Zimmers > 
Tory Smith> 


TOP GUN 
Michael Stroke > 


BTRACK & FIELD 


Orange Park Acres, CAB 9,999,999 
Blairsville, PAR 9,999,999 
Duncanvilla, TX 9,999,999 


Elmwood Park, NJ 9,999,990 


Bill Wright Seaside Hills, NJP 999,999 
Breck Pittmark> Lindala, TX > 99,999 
Brian Oickson> Pittsburgh, PAR 999,999 
Charlie Peterson > Bonnie, IL> 999,999 
Greg Hodge > Mi. Vernon, ILP 999,999 
James Hradecky > Fredricksburg, VAP 999,999 
Jason Goldan> Cottondale, ALP 999,999 
Jeff Shabansky> Las Vegas, NVP 999,999 
John Murphy > Ocala, FLD BERGER) 

in Cable > Albany, NY > 999,999 
Mark Kennedy > APO New York 999,999 
Robby Beal > Bath, MIP 999,999 
Shinya Takahashi® Houston, TXP 999,999 

WWIZARDS & WARRIORS 
Byron Tuly> Cedar Rapids, IAP 999,999 
Jamie Peckham > Argyle, TX > 999,999 
Mike Pascal > Westuile Grove, NJ 999,999 
Trey Cave Lakeland, FL 999,999 
BXENOPHOBE _ 
Aaron Byrd/Chris Young Dallas, TX » 199,990 
Adam Beasley» Salt Lake City, utp 888, 990 
Andy Craft> ialto, CA > 999,990 
Brian Claus > Wyoming, PAR 999,990 
Cam Malzer> Neenah, WIP 999,990 
Jason Mullins > Qayton, OH 999,990 
Jay Muzzo> North Haven, CTR 999,990 
Matt Kincade > Texarkana, XP 999,990 
Michael Coyle > Rochester, NYP 999,990 
Mike Miller ae t Hee 999,990 
Rick Denny pane 999,990 
_ Thomas Greene> ne PAR 999,990 
mxEvious on 
Jim MacDonald Attleboro, MAB =: 148,410 
Le : 

Alex Fox Federal Way, WAP 94,781,080 


BSend your high Score and be a Power Player! 


Have you been bragging about your 
great scores lately? Why not send 
them in and see how they stack up 
against the best 


Coast-to-Coast? 


players from 


Nintendo Power 
NES ACHIEVERS 
P.O. Box 97033 


Send your Screen Photos to: 


Redmond, WA 98073-9733 
Sorry, photos submitted cannot ba returned. 


JULY / AUGUST 


1989 B3 


re | | [| NINTENDO POWER PRESEN 
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“IN TENS ve 


POUR A LOOK INTO THE FUTURE OF NES GAME PAKS 


Wa told you a little bit about the Game Boy Compact Video Gama 
Systam last issue. This time thara’s even mora big news to tell. When 
Power Playars flock to store shelves in search of Game Boy this fall, 
they're in for e surprise. Each Gama Boy will includa stereo 
earphones, a Video-Link Cabla (for connacting two Game Boys), plus 
a Gama Pak es part of the introductory package. Which gama? Better 
hold on to something] It's TetrislI! 

For those of you unfamiliar with Tetris, it was created by a Russian | 
computer whiz and is one of the most intense end compalling games / 
we've ever played. Originally dasigned for computers, Tetris has 
already ganerated an enormous following among PC 
users. The regular NES version of Tetris is making its 
way to your stora later this year and it won't be long 
befora Power Players everywhere will be bitten by the 
Tatris bug. Geme play is basic. Turn, flip, and meneuver 
falling geometric shapas into solid pattarns. Creata a 
complete line and it will disappaar earning you big 
points. Cinch, right? Uh-huh. Yeah. Sure. 

Thera are four more intarchangaable cartridges 
already ennouncad by Nintendo for Game Boy as well as 
accassorias which includa a rechargaabla battery, AC 
adapter and a carrying case. Licansee titles ara yet to be 
announcad. Gema Boy should start appearing onstore ~ 
shelves in early September. 
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Yet anotiemarende blockbus#iegmips home to the 
NES. Aqiaimi S| Double Draggaiiamllows Billy and 
Jimmy USiGhiReir mission toffeseue Billy's girlfriend. 
Yes, we HRGWimmy was a vifiaimipetpre and pleeee- 
ease domiWiters asking for ROnGeMpnuity here. Just 
trust us. SOKO) hand grenadiijinemibombs, and the 
“Cyclon@spinekick.” HoweyiGiiiembig news with 


Dpowie Dragon IO erwwosFLAYER SIMBERANEOUS 
PLAYILYou.aod.e.fnand can tackle themission together. 


BIGFOOT 


One of the most requested game ideas has 
been monster truck events, and Acclaim is 
delivering with Bigfoot. Watch for tractor 
pulls and mud races, overhead and side 


monster truck of all time. Should 
crunching your way later this year. 
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THE 
TERMINATOR 


Cast your peep- 
ers on these cool 
screen shots we 
managed to get 
hold of. Sun Corp 


~ 
Hot on tha acto- 77 

plasmic heels of the >» clea 
current summer | 

! blockbuster with Bill 

} Murray and co., Is 

| this sequal from 


Activision.  Activi- . 
i; sion is known for y 
its axpartisa with J 


Is preparing to 


unveil Termi- } sound tracks and / { 
nator and we'll } word has it that they've & a 
keap you post- | captured some of the songs as ae | 
ad as we learn | well as some scenes from the film. 
more. 
a ie = S OEE S = ‘ 
SUPER OFFA 
2A mbeh one game in the arcades, 
ZN iha “NES £3 GysJradewest is 
4 andorsed by Wan “Iroh Mag” Stewart, a 


Id - champion "road 
ill bethe first FOUR- 


WELL... 


Wa were going to write a 
spicy bit of info hara, but 
we got so caught up in 
playing the new NES ver- 
sion of Tatris that we ran 
past our deadline and 
...and... what? It’s my 
turn? Okay. Be right there. 
Uh. . Ba sura to chack out 
Tetris..um...wa gotta 


| MARVEL'S XeMEN 


We played aj} 
little of this ona . a! 
from LJN and bs 
ware pleased to bed a, 
find a bit of rola 

playing involved with each X- 
Man having individual charac- 
taristics and powers faithful to 
the classic comic book. We 
wished they wara larger, but 
then, they are mutants after ell. 


— 
¢ c = - 
CUCURTE CERRO UCC EC CCRC CURE COCO REECE CU CUCUCRURNUCUNCCECE CCU UCCHRE DUC CUUUCUUCUTUUUCUUCUSUCUSUUUNCUDUECUUUUDOUR 
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As ify Powar Player knows, there’s no sub- x ‘ ES, SATELLITE 


stitution for great ski, unwavering concentra- well, we’ a to kaep 


(ion, and ‘ots of practice. However, the tof reading and) this is the 

| Power Players will tell you that the right con- reason. Nintegdor s own 

(troller can make a worlt of difference in game NES Satellite‘is<an in- 4 

play and tha development of expert skills. frared controller that wil! 

Spotlighted here are ome new and upcoming allow FOUR-PLAYER SIMULTANEOUS 
coftfollers loaded with features and packed PLAY!! Look for it later this year. Watch for 
with Power—Nintendo Power. Which one is future 4-P title announcements right herel 
right for you? a 


nai 


— 


COMPETITION"PRO 


The Competition Pro control 
pad has curved styling forja 
comfortable” fold,  mulfi- 
function turbo, and slow 
motion. At present, #5 still in 
development from Happ Controls. 


Gizmo has_—_svariable 
speed turbo, slow-mo, 
simulated stereo ear- 
phones, a ten-foot cord, 
and a non-skid surface, 
From Beeshu. Looks, like 
a summer releasefat this 


DOUBLE PLAYER SYSTE, 

Acclaim Will SoGn be introduc- [ii 
(ng its Double Playar System 
which features’ a single in- 

frared receiver and two con- | 
trollers allowing TWO-PLAYER } 
SIMULTANEOUS PLAY capa- | _ f 
bility. The Double Player Sys- 0 t=. 
tem has turbo, slow-mo, and an Auto Shut off to 
prevent battery drain. A summer release is fikely. 


ONCARD SANSUI 


This Hudson control- 
ler is similar in size 
afd Configuration to [z:= | 
a regular NES con- : 
troller, but features Shane 


individual 3-speed 

turbo settings and 

simulated stereo with earphones. No word yet 
on when it will be out. 


gteg et Che ess Fg, 
DOMINi OR W MAST ER CONTROL 


‘Nexoft makes this con- 
troller with the formid- 
able sounding name. It 
converts any controller or 


guncom's New entry into the controller aréna is the te 
buidget-wise pistol grip joystick, Mother Ship. Just 
ingerttha regular NES controller inside the Mothed 


a Ship controller and you're Powe 
all set. It features a thumb Se ae 
button which fires A, EA or Zappar, NES Advantage, controller, 
or) both at once. Anofher etc.) to a remote accessory and includes 
eo x af and slow-mo options. Figure the 


-~ probable candidate fog a 


~? euririeetrelageet DMC*to appear late summer/eariy fall. 
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/ RVR — 
Sak WA GOSSIP GALORE 
= The Gossip Gremlins will be bursting with news on tha Summer 


Hot Tickets Consumer Electronics Show next issue. Wetch for it. 
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<> | NES PLANNER ff 


Mindscape is developing an NES +O: 


version of Shadowgate, the popu- 
lar PC adventure game. Computer 
versions of Shadowgate have won 
prestigious game awards and 
word has it that the NES transla- 
tion plays almost exactly the same. 


, Bed Dudes 
P Cobre Trlengls 
Faxsnsdu 
Shooting Renge 


Bugs Bunny's Crazy Csstls 
Gusrille Wer 
Hoops 


j Adventure of Dino- Riki 
Aur Fortress 
Bsck to ths Future 
Sad Street Brewler 
Gleck Base 
Sssino Kid 
Castlequest 
Drsgon Warrlor 
Duck Tslss 
Fester’a Quest 
Godzilis 
Jordan vs. Bird: Ons-On-Ons 
King's Knight 
NFL Football 
Robscop 
GAMES) Ssssme Street ABC 
'SLATED) Silent Service 
‘ R Sky Shark 
\ acne Stealth Eagle 
Tetris 
Ths Battls of Olympus 
The Uncsnny X-Men 
Three Stooges 
Thundsrcsds 
Twin Esgis 
Who Framed Roger Rsbbit? 
Pro Action 
NES Footbell 
Short Grder/Eggeptode 
‘Trick Shooting 
To Ths Earth 
Tetrie 
Romencs of the Three Kingdoms: 
leonsword: Wizards & Warriors If 


Nintendo's own NES Play Action 
Football is in development. The 
players are based on real lifa play- 
ers and they'll get tired so you'll 
have to substitute just like real 
football. This one’s already a fa- 
vorite among many of tha Game 

Piay Counselors. This game will © 
also hava a 4-player featura to use 
with the NES Satellite. Expect it to 
be kicked-off this fall. 


Hey! Look what's 
coming soon to 
stores neer you, 
Also get an in- 
sidere look of 


As we went to press, everyone was gearing up for the June Consumer Electronic Show. There’s a lot of 
whispers and excitement (which is driving the Gremlins nuts), but security has been tight because 
everyone was saving their big surprises for CES (which drives the Gremlins nuttier). However, look for 
a special Pak Watch next issue when we'll give you tha low-down on all the high-tech happenings 
at CES! chats ftp Melly «2 2 


NINTENDO POWER 


THE FIRST 


Don't miss this jar in 1-21 


And what would a 1-Up special be without a look at the 
hottast game for the NES? 
; —— 


You can also gain 1-Ups 
by playing for a Bonus 
Chance at the end of 


Pitnewasw iil 


each world.” 


World 5-1. 
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NOW HERE'SA LISTING OF THE I-UPS 
GAMES FOR THE NES THAT WILL PUT Yt 


Be sura to !ook for these 1-Ups 
in Gyruss, but remember that 
they will only appear in the 
bonus stages. ; 


Somatimas it seems like e 
rocket launcher and a bionic 
arm aren't going to be 
anough to rescue Super 
Joe, but if you find thesa 
two 1-Ups, meybe you can 
bettar tha odds. 


Get this 1-Up in 
Area 6. 


Find e 1-Up in 
tha first room in 
Area 15. 


Find a 1-Upin 
Stage 1 by this 
rock. 


In Stage 3 be- 
tween tha two 
Moai heads. 


90 


NINTENDO POWER 


Naar the end 
of Stage 2. 


Find a final 1- 
Up left of this 
rockinstage4. 


Every time you collect ten 
fairies, Dana gets an extra life. 


Get the Ball of 
Lyrac and call 
out the fairies. 


IN 12 OF THE HOTTEST 
I-LEG UP ON THE COMPETITION: 


Se 


i uy panos, 


4 Jump on thehid- World 4-1. World 6-1. 
den coin box to 


. P _ find this in World : | 
Zl ay 
- i 
Get this before 
entering the Coin 


Room in World j World B-1. Watch out for 
Lab S Bullet Bill! 


On the ceiling in World 3-1. 
World 1-1. 


See 
—— Find this 1-Up 
in tha first 


— stages 


Above the Below tha 
balloon. warp to 
Rhonda. 


Right of tha Next to the 
Start point. long ladder. 


InRhonde‘s Just above 
Araa. Rhonda. 


eye ra 
AAA, 


= 


Thasa 1-Up flegs ara hiddan 
throughout Xevious. They era 
usually 

found in the 

rivers, but 

not always. 
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] ONE HUNDRED YEARS OF NINTENDO! 


~~ 


In 1889, Thomas Edison wes busy 
inventing electric light bulbs and 
no one had even imagined video 
games. Thet was the year when 
Fusajiro Yamauchi, whose great 
grandson is now president of Nin- 
& tendo Company Ltd., began man- 
ufacturing traditione! Japanese 
style playing cards called “Hana- 
fuda.” He wes determined to pro- 
duce the finest cards aveilable and 
to give his customers the biggest 
yahoo for their yen. His playing 


@ cards were sold all over the world. 


Western style cards (hearts, 


W! Octubs, etc.) were introduced to 


Japan by Nintendo, and by 1953 
the company had become the first 
to manufacture and mass produce 
plastic pleying cards, Pretty high 
tech for the time. Six years later, 
they printed Disney characters on 
a new line of cards for kids. Again, 
Nintendo led the way. 
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They also eimed et the electronics 
industry. 1970 wes the yeer, end 
the 8eam Gun series became tha 
first electronic toy in Japan. After 
that ceme a laser cley target sys- 
tem, then a 16mm arcade projec- 
tion game followed by a game sys- 
tem using video recorders and the 
first microprocessor ever used ina 
video game. As technology moved 
on, so did Nintendo. 

Since then, Nintendo hes mov- 
ed from arcade classics like Don- 
key Kong, introduced to America 
in 1981, to the best selling home 
video game system in history—the 
NES. With charecters like Mario 
and Link blazing new trails into the 
realm of fun, Nintendo 1s confi- 
dent thet the next 100 years will 
be even bettar than the first. After 
all, Nintendo is committed to 
axcellence. And that is a commit- 
ment to you. 


You know ‘em. 
You love ‘em. You. 
can’t live without. 
‘em. And now the ‘ 
world’s most fa- 
mous sibling plumb- 
ers are heading your 
way in a bright new., 
television series! It’s 
called The Super Merio Bros. 


Super Show end should delight 


audiences of ell ages. 

The show is a combination live 
ection/animated cartoon series. 
The live action portion of the show 
is set in the besement of Merio's 
and “‘Luigi’s plumbing store in 
Brooklyn end it centers around the 

brothers’ ~whimsi- 
cally bizarre esca- 
pades. Special 
guest stars from the 
worlds of music, 
sports, and enter- 
teinment will be 
stopping by to share 
in the 
misadventures. _ 

The animetion part of the series 
will remain faithful to the "Super 
Mario Bros.” game world and will 
basically pick up on the boys’ 
adventures where the gemes leave 
off. The cartoons will expand upon 
the lore and richness of the Super 
Merio Bros. universe and should 
bring even more enjoyment to the 
games _ for 
loyal Power 
Players. The 
Princess 
and Toad 
ere sure to 
be on“hand 
as well. as a 
méshroom 


brothers’ — 


or two and the not- » 
so-friendly faces of 
Koopa and Wart. 
Mario end Luigi 
will be “able to 
be seen Monday 
throlgh Thursday 
each ‘week. How- 
ever, Friday's show 
will feature the exploits of Hyrule’s 
favorite couple, Link and Zelda. 
These cartoons will give"fans e 
broader vision of Link end Zelde’s 
adventures. Look fora “Moon- 
lighting” type relationship be- 
tween Link and the princess. Word 
has it that Zelde will be two years 
older than Link and the age differ- 
ence mey set the stege for some 
problems for our young hero. Link 


is elso set to heve a guardien/ , 


mentor who believes thatto magi- 
cally save the pair » 3 
would-“deny themé~ 
character building 
experiences. Netu- . 
rally, Genon will be‘ 
on hand to cause 
much grief, to, the 
fine citizens of 
* Hyrule. 


The show is under 
the direction of pro- 
ducer/director Ste--~ 
ven Binder end his 
team. They are the 
same group that 
brought you “Pee 
Wee's Playhouse.” 
The animation is 
being created by the wizerds at 
DIC. Their past efforts include 
“The Real Ghostbusters” and “Alf” 
cartoon series. With the creators, 
producers, directors, animators, 
and writers ell being tops in their 
fields, the result should be nothing 
short of-spectaculer. 

The atmosphere of the show will ‘ 


.be lighted-heart with irreverent 


comedy taking the spotlight. It 

is scheduled to appear on your _ 
very own television _ = 
Screen eround the ~~ 
second week in 
September. Check 
your local TV list- 
ings for «specific 
times and dates.: 
Awesome. * 
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Celebrity Profiles 


Down on Earth or out in 
space, Michael Dorn 
knows how to have fun. 


Imagine that you are Link. Then 
Imagine the villainous Ganon 
sending his evil minions to stop 
you cold in your tracks. The 
thought is enough to send a chill 
down any spine. But what if you 
were from a race of fanatic war- 
tiors whose courage never failed, 
like the Klingons? Do you think 
Ganon would mess with a Klin- 
gon? 


At this time, we know of only 
one Klingon who has faced Ganon. 
And fortunately, the booming 
voice of Lt. C.J. Worf belongs to an 
unusual Klingon. Worf is the only 
one of his kind to associate with 
humans. Remember, Klingons 
were once the most feared foes of 
the Federation. As an officer 
aboard the Starship Enterprise on 
“Star Trek: The Next Generation,” 
he Is even more of an exception to 
his origins. You see, he’s as loyal to 
his humen crew as Mario is to 
Luigi. However, deep in his heart 
he believes that he deserves to be 
Captain of the Enterprise. 


Here on Earth, it’s not Worf’s 
skills as a starfleet officer that are 
in question, but rathar the Nin- 
tendo playing skills of Michael 
Dorn. He Is the actor who portrays 
the wolfish Worf, and ha’s a great 
fan of the NES, In real life, it takes 
two and a half hours to transform 
the handsome Californian into a 
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Pictured h 


e, Mich 


menacing Kiingon. And in real life, 
Michael's favorite game is Duck 
Hunt. “Because,” Michael says, 
“when | was younger, my brother 
and | played indians, and for some 
reason Duck Hunt reminds me of 
Indians. | could play forever!” 


Watch’ out Ganon! 


3) Dorn is unrecognizabl 


Lt. Cal. Wort. 


Michael thinks that Worf would 
play Nintendo if, “the game was 
very serious...maybe a cross 
between Tha Legend of Zelda and 
Punch-Out!!” 


Michael hasn't always  por- 
trayed such chilling characters. 
For three years he piayad officer 
Jed Turner on “CHiPs”. And, on 
the big screen held 
small supporting roles in “Rocky” 
and “Jagged Edge”. Other than 
playing Nintendo games, his two 
favorite pastimes are playing Rock 
‘n’ Roll with a band and flying air- 
planes. Michael says the band is 
purely for fun, while taking flying 
lessons relaxes and clears his 
mind. Whether as a Klingon or 
human, we think the evil Ganon 
has met his match in the likes of 
Michael Dorn. 


Vic Tokai 


f 


Golgomania! + f= 


West Coast Malls Host 
Super Spy-athon!! 


Back in April, if you had been at 
either the Lakewood Mall near Los 
Angeles, or the Everett Mall north 
of Seattle, you would heve seen a 
spectacle of would-be spies all 
competing against each other 
and Vic Tokai’s intriguing thriller, 
Golgo-13, for prizes, laughs, and 
the chanca to meet other Power 
Players face to face. Tom Grice, 
Master Gameplayer from Vic 
Tokai, got the show on the road 
with a dazzling exhibition of 
Golgo-13 secret maneuvers. After 
that, everyone got into the act. 
Players from eight years old to 
thirty battled their way through 
play-off rounds towards the final. 


_A New Service Breaks 
|The Sound Barrier! 
fy 


We don’t often think about the 
| miracle of technology that makes 
_ the NES possible or the tremen- 
“dous benefits that technology 
brings to many people. Telecom- 
_ munications Devices for the Deaf— 
_ or TDD—is one application of tech- 
nology that makes a great impact 
_on the lives of its users. The heart 
| of the system is a small computer 
that connects to a phone line. This 
device can send and receive typed 
“messages to anyone who is aiso 
equipped with such a system. For 
_ deaf people, TDD provides a link to 
businesses, services, and emer- 


gency help. 


-hot co 


-pro 


fui 


In Everett, the Championship went 
to Bobby Enache. Dustin Hender- 
son was a close second place with 
Sill Salfelder right behind in third. 
In LA., Carmelo took the honors 
while Steve Harris placed second. 


A winner exhibits what the well dressed 
spy will be weanng this year. 


Here at Nintendo, the idea to 
incorporate TDD into our Con- 
sumer Services came from two 
TDD users—Anthony Napoli of 
Rochester, NY, and Don Russell of 
Giencoe, CA. 


A Nintendo representative, Karl 
Franz, went to work on a proposal 
after talking to both boys througha 
TDD relay service. He discovered 
that hundreds _ of TDD users 


Parents, friends, competitors, and 
mall-goers gathered for the final 

round action. Tom Grice noted 
how “it really got intense. Every- 

one was screaming and cheering. 

It was great, like a horse racel” 

Each of the three finalists set out 
on his mission while the crowd 

pushed closer and the tension 

mounted. When the smoke 
cleared, it was time for the prize 
ceremony. Carmelo, Steve, Bobby, 

Bill, Dustin, and even the semifi-. 
nalists came away winners, like 
Shawn Henderson, Dustin's sister. 

Allinall, itwas a great day of gam- 

ing with a great game. If this 

catches on, look out; malls may 
never be the same againl 


around the countiy}) Broeniet é 
players. Througia UndiiFe TONS, eB 
are now able toWanno ell 
advent of our own TDD Aig wae 
TDD users should call 0 br 
422-4281 for consumer, Senco’. 
help. For game play, they § Shoulay 
call 206-883-9714. Si 
should leave a message) Se el 
call back. Please ee 
since special rong 
used to reach us one Le 
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NEXT ISSUE 


COMING UP NEXT IN THE SEPTEMBER/ 
OCTOBER ISSUE OF NINTENDO POWER! 
SUPER MARIO BROS. 2 TIP BOOK 


Be here for the second installmant of our super Nintendo Power bonus tip book. More tips, hints, 
and secrets moving into the higher stages of SMB2. Don't leave home without itl 


DRAGON WARRIOR 


Get ready to roll up your sleeves, put your strategy cap on, and tackle a few slimes and some real 
ornery drakees. More R.P. (Role Playing) excitement with this long-awaited Japanese megahit. 


FESTER - ROGER RABBIT - DUCK TALES 


You've already had a taste of this oddball trio. Well, prepara yourself. Full reviews of each whacko 


game, complete with alians, ‘toons, and things that go bump on your screen. Delightful madness 
abounds. 


PLUS: NES Journal, Counselors’ Corner, Video Shorts, Classified Info, Pak Watch, and if you’ve 
finished your homework and done all your chores .. . we'll tell you about all the major goodies at 
the summer Consumer Electronic Showl No lie. Ba here or be bummin’. 


S 
THE READER: iG SUB- 
a 1 This issue marks our ee FAS GHow Ey i 
ders: rds and are currently tt And we coul 
lishing Sealey 76 UNITED STATES! . 


b 
was! We broke several ee PRINTED ayers. Now 


eee to take out the § 
it easier for you wt ied y 
"They're en aus ee sorts a inside inf aco our Poet Payee youadvised ofincred- 
jews, tips, tricks, special bon 6 ths, keeping ¥' 4 here 
more ee Power provides these Hee He pages in the coming aS a what's happening cast ne 
sis ring lots of action n ons, newsworthy events: ©. | neto POWBRUP 
We'll be cove {-the- art innovations © as with this issue, " 
ible new games, state ubseription ends f Nintendo Power. 


in the world 0} 


your subscription) and not miss one §) 
Hope youre having @ super summer. 
: : 
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Back Issues 
Available Now! 


Collectible Favorites: By popular demand, 

we are offering Nintendo Power subscribers 

a chance to order these six classics. 

Packed full of in-depth gama reviews, tips and 
tricks. To get your back issues, fill out 

the order form in front i 


of the magazine. Aiso in this issue’ Double 


*Jeopardy*plus foidout map 
of Zelda's Second Quest. 


Aiso in this issue: Life Force* 
*Renegade*R.C. Pro-Am*Golgo 
13*Blaster Master*pius fold out P 
map of Simon's Quest. . y 


Also in this issue: Wrestlamania+ 
*Sesame Street 1-2-3*Marbla 
Madness*Operation Wolf*Metal 
Gear. 


Jan/Feb Issue 


2 al 
Also in this Issue’ Blaster Master* 
*Anticlpation*Blades of Steel*Cobra 
Commiand+Recket Attack*Mickey 
Mousecapadefoldout Blaster 

Master Poster ses 


Nov/Dec Issue 


Dragon*Contra*Wheet of Fortune 


Also in thls issue, Hudson's 
Adventure Istand*Strider=Cobra 
Triangle*Bayou Billy*plus foldout 
Strider poster and The Compiete 
NES Game Directory. 


Mar/Apr Issue 


Also in this issue: Life Force-Mega 
Men I*Dragon Warrior*Faxanadu 
*Fester's Quest*Clash at 
Demonhead*plus foldout Mega Man 
TT poster and Life Force Maps. 


May/June Issue 


TIPS FROM THE PROS 


These ara HOTI: Tha Legend of 
Zelda Tips & Tactics gives you the 
strategy and know-how to con- 
quer the evil and mysterious 


Ganon. How to win at Super 
Mario Bros. helps guide your way 
through the axciting worlds and 
levels of Super Mario Bros. To 
receive these booklets for $4.95 
each, just fill out the ordar form in 
front of the magazine. 
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* 5 Lucky Winners! 


NINTENDO POWER 


OF AMERICA INC. 


To anter, just fill out tha Player's Poll response 
card Or, print your name and address on a 
plain 3x5 piece of papar and mail to: 
NINTENOO POWER 

PO Box 97062 

Redmond, WA 98073-9762 

One antry per person please All entrants 
tmust be US. residents All antres must be 
postmarked no later than August 15 1989 
No responsibility is assumed for lost, stolen, 
or misdirected mail. 


Winners will be salected in a random draw- 
ing from among all aligible antries received, 
‘on or about August 31, 1989 Winners will 
be notified by meil By ecceptance of their 
prize, winners consent to the use of ther 
names, photographs, or other likenesses for 
purpose of advartising or promotion on 
behalf of “Nintendo Power” magazine and 
Nintendo of Amarica Inc. without further 
compensation Limit one przerper house- 
hold Chancas of winning ere datarmined by 
tha total number of antries received No 


substitution of prizes is permitted All prizes 
will be awarded A list of winners will be 
available efter September 15, 1989 by 
sending a salf addressed envelopa to tha 
address listed above 


Trip to Nintendo Headquerters Nintendo 
will arrange air travel and hotel eccommo- 
dations for the five selacted winners |f tha 
chosen winners are under tha age of 18 tha 
winner must be accompanied by an adult 
This special 4-day excursion, scheduled for 
October 6-9, 1949 1s subject to eccommo- 
dation and airfare availability Soma rastric- 
tions apply Winners must ba willing to travel 
on specified dates. 


Contest not open to amployees of Nintendo 
of America Inc, thei affiliates, eganciee or 
thair immediata famulas. 


THIS CONTEST IS VOIO IN CANAOA ANO 
ELSEWHERE whara prohibited by law, and 
1 subject to all faderal, state, and local laws 
and regulations 


Game Boy 


Nintendo’s new compact 
video game system 


F Nama 


LNama 


City 


Troy 
Gretchan 
Corey 
Dennis 
Patrick 
Mark 
Dan 
Lynn 
Chad 
John 
Scott 
Steven 


Abruzzo 
Austin 
Beall 
Blair 


Concepcion 


Donovan 
Ferraro 
Foster 
Guido 
Hines 
Husmann 
Koehle 


‘St. Petersburg 
Taylorsville 
Fairfield 
Levelland 
Mililani 
Peorl River 
Duluth 
Covington 
Traton 
Holly 
Lansing 
Tulsa 


The exclusive Nintendo Power 


Phillip 
John 
Travis 


Mike 9 


Scott 


Miller 
Morrissey 
Myers 
Porterfield 
Reed 
Schuble 
Shinners 
Shumate 
Upton 
Waterfield 
Westgard 


Norwalk 

San Bruno 
New Freedom 
Wilmington 
Marlow 
Trumann 
Batesville 
Palos Heights 
Costa Mesa 
Louisville 
Maumee 
Hamersville 
Bismarck 
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Nintendo of America Inc. e 
PO, Box 97033 bs 
Redmond, WA 98073-9733 
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for thi8 seal of quality on Nintendo Game Puks Gnd cntessories. 

your guararfite that you'll get the most for your videogame dollars ° « 

it’s not there, it’s not approved by the super power<~ Nintendo. . ° ‘ 
: J 


MU 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 


000 h1o8SeeR are 


